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RIGHTS RESERVED. REPRODUCTION iff WHOLE 
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THE PUBLISHER IS PROHIBITED. 
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Welcome to Issue #6. We spent a lot of late nights on this one, so I hope you like it. This past month, main¬ 
ly due to the upcoming release of Mortal Kombat, my mail box filled with letters from concerned gamers 
regarding...censorship. It seems like all of you SNES owners already know Nintendo’s going to hack the death 
moves out of your MK. Doesn’t Nintendo realize that the people who are going to buy this game have been 
playing it in the arcades for months? We’ve already seen the gore, you can’t do anything about that now. 

It’s funny, anyone at any age can flip on the TV and view the most horrendous carnage imaginable, but they 
have to take the goo out of Splatterhouse. Let’s see, today Oprah interviews hemorrhoid sufferers who talk 
with aliens and, in other news, a man dressed like Ronald McDonald blew up a Burger King and, on Married 
With Children, Al’s rippin’ farts and setting traps for the kids. Hey, if you don’t like it, turn it off. So, why 
doesn’t the same apply to video games? 

Well, in my opinion, it’s not so much Nintendo not wanting to expose you to it, as it is trying to avoid bad 
press. You seJHhere are these sjpecial interest groups (people who have no lives) that have nothing to do but 

iss and how they are going to fix it(funny, mgst of these people look like the 

:er, let’s say, a good game of 
len cruise down the street 


tell us why the world’s sjiph a 

le life trying to avoid). Anyway, they believe th; 
going t%jo out and buy hockey masks and chains 
selling vi 
fear of losi 

ing that gami^Jjpw covers a huge age group, from 5-55, why don’t the' 


kind you spend your 
Splattefliouse, we are 
. pasting people, 
wien rocking the 



“You 

rocking the 
here’s what I thin) 
games as 1 they do movies? Or, better 
we could choose. If mom doesn’t want 


ce”, they say, and I guess the big “N” hears them. So Nintendo, rather 
enues, just goes along...l guess. Basically, they’re playingst safe. So, 


the 

produce half of a title with the violence and half withoinPfhatwav, 
seeing Raiden exploding heads, then she can buy the “G” version. 


BUt„for those of us whoii 


link that’s the best part of the game, we can buy the “R” version. Simple, isn’t it? 


i Nintendo. 


Maybe I should go aj_ 

, The fact is, linkinttSmes wijh violent is simply retard 
Just*causewe threw aprepall at Chu 
[ crispy critter, t-ounose of you whgifflnk games are rel 
j special imerest groups are&o concerned about our well 
whose guests tod^f are 



pretty sure that most of us realize games are 
esn’t mean Aunt Bee is going to become a 
chiatric help, you are messed up. If these 
hy don’t they throw a rope around Geraldo, 


s-dressers who sleep with powder tools, and leave the game industry alone. 
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This Gal Gets Around! 



Over 30 minutes of full 
motion animation! 


Test your action-reaction 
skills with 3 levels 
of difficulty! 


REfiGm ON. 


LICENSED BY SEGA ENTERPRISES. LTD. 
FOR PLAY ON THE SEGA CD™ SYSTEM. 


From Renovation/Wolf Team 

This Gal’s been all over, from 70,000,000 B.C. to 4,000 A.D! She’s traveling the world searching through time for 
the devious Luda. Help her stop Luda before the world is destroyed. Jump onto your time machine as you travel 
through 16 exciting eras from the past, present and future. Leap from plane to plane in a WWII dog fight, sail a 
Spanish Galleon on the high seas, battle robots in a space station and escape from hungry dinosaurs. 

Can you and Time Gal brave the challenges and catch Luda before time runs out? 

Here's one date you won't forget! 



Renovation Products, Inc. 4655 Old Ironsides Dr., Suite 265 Santa Clara, CA 95054 

Licensed by Sega Enterprises, LTD. for play on the Sega CD"* System. Sega and Sega CD are trademarks of Sega Enterprises, LTD. Time Gal Is licensed by Talto Corporation for Sega CD. 
Time Gal is a trademark of Renovation Products, Inc. ©1992,1993 Telenet (Wolf Team) / Renovation Products, Inc. All rights reserved. 




























Welcome to Game Fan’s TOP TEN and MOST WANTED section. Here are the results based on your cards and let¬ 
ters.... K^eep them coming, because each time you write in (see instructions below) your name will go into j 
monthly drawing to win one of the goodies on the bottom of the page. So make your picks and send ‘em in! 


MOST WANTED 

1 Starfox (snes) 

2 Batman CD (sega cd) 

3 Sonic CD (sega cd) 

4 Batman CD (sega cd) 

5 Battletoads (snes) 

6 Final Fight 2 (gen) 

7 Bubsy (snes) 

8 Mortal Kombat (sega cd) 

9 Silpheed (megacd) 
10 Landstalker (gen) 


1 Street Fighter II (snes) 

2 Sonic 2 (gen) 

3 Super Star Wars (snes) 

4 Streets of Rage 2 (gen) 

5 Mario Kart (snes) 

6 Art of Fighting (neo) 

7 ECCO (GEN) 

8 World of Illusion (gen) 

9 Death Valley Rally (snes) 
10 Cobra Command (sega cd) 


of a core SNES GENESIS^ LYNX!!!!! 

pi, Sgt. Gar c. 

5 rize: A FFlEE , i 

taitie following winners of last month’s contest: 

ofM/e ro Beach, FL Craig Me Nair of Hilton, NY 

Li^ Brett Phoanka of West Bend, Wl 


All you have to do to enter the drawing is fill out the readers survey/ TOP TEN card on page 82 and include a list of your top 
10 favorite games and the 10 games you want the most that aren’t out yet, then send them to: 

GAME FAN TOP TEN 6400 Independence Ave., Woodland Hills, CA 91367 
Drawing is limited to One (1) entry per person per month. Hope to hear from you soon. 

Drawings will be held on the 21st of each month. The three (3) winners will be notified by mail and listed on this page. 
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T.M.N.T. (Genesis) 
Stage select: 

At the Konami Logo 
press C. B. B, A, A. A, B, 
C. Then, at the title 
screen press A, B. B. C, 
C. C. B. A. Start the game 
and a stage select screen 
will appear. 


Mazin Saga 

(Mega Drive) 

Big mode only: 

Enter the option screen and set the 
sound # to 18 and the sound effects 
# to 72. Then go to the title screen 
and start the game and fight! 


.*» vt- 1r»« 


Sonic Blastman (snes) 

Level Select & Very Hard Mode: 

Very hard: At the title screen press Start while 
holding L & R on the top of the j'oypad. 

Level select: At the option screen set the cursor 
on music and change the music # to whichever 
stage you wish to play. Then, while holding 
Select, press L, R, R, L, and Start. Wait a few sec¬ 
onds and you'll skip to that level. 

Morrey Tip: Do the same thing as the level select with 
the music number on HIT and you'll be able to play any 
bonus stage. 

Tom Slick Tip: Do the same thing as the level select 
with the music number on BOSS to play all the bosses. 


Shadow of the Beast 

(Turbo DUO) 
Invincibility: 

At the title screen (while 
the beast is running), hit 
If, I, I, II. If the code works 
properly your energy 
should change to 99. 




OPT X OH HOOF 


MHRU 


PHU 


HORHRL 


X-MEN (GENESIS) 

Stage select: 

Turn on the Genesis and on control pad 1 press 
and hold DOWN, A and C. When the title screen 
appears press START, unplug the controller, 
then plug it into port 2 and hit START. Then, plug 
another controller into port 1 and hit START 
again. When you start the game while in the con¬ 
trol room (see picture) pick one of the access 
panels (from left to right, 1,2, 3, etc.) and warp to 
your favorite level! 


Axelay Ending. 
Finish the game 
on hard twice and 
you should see a 
slightly different 
ending! 













Play character vs. character: 

At the title screen, on control pad 1 hold to the 
RIGHT and button B, and on control pad 2 hold to 
the LEFT and button A. Then, while holding the 


buttons down hit button C on control pad 2. Start 
the game and both players can choose the same 
character. 



ECCO (Genesis) 

Last Boss code: 

At the password screen type: 
AIHNLUKR 

Try out these: 

ALNILSEN 
ATLANTIS 
STARFISH 
NNNNNNNN 
FREESWIM 




Star Fox (sf/snes) 

How to find the Black Hole: 

Go to the Asteroid Field on level 1. Wait until you’ve passed the third group of rotating asteroids 
(try to get as close as you can to each one before you shoot it), then go to the lower left corner of 
the screen and look for an asteroid with a face on it. Destroy this and you should see a Black Hole 
appear. Enter this hole and you'll be in for a big surprise! 





© ROULETTE 
SQUASH 
JUNCTION 
NAZE 
BINGO 
SEESAW 


; 


Character test: 

Get a score of 15,000 or more, then enter the continue screen with one credit left. 
Press in any direction, B, or Y on the second controller and an enemy character 
will appear on the screen. B or Y on the second controller scrolls through enemies 
and the first controller scales, rotates, and coittols the character. 

How to find Out of this Dimension: 

Go to the asteroid belt on level 3 and blow u|fthe first giant asteroid on the right. 
Then, an egg will appear. Destroy the egg and a bird will fly out. If you can catch it 
then you will be transported to a very strange place! 


:•, i 


Tiny Toon Adventure (snes) 
Sub-games: 

To play any Sub-Game, enter 
this password (see picture). 


Action Replay Codes 


Pugsley’s (snes) 
7E00-9503 Energy 
7E00-4D05 Lives 
7E00-8449 Moon Jump 

Power Moves (snes) 
7E08-EB20 Unlimited Energy 

Cool World (snes) 
7E00-ED09 Money 
7E02-1B06 Lives 


[PASSWORD] 

♦ 
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Mario's Newest Adventure is 
Coming Soon On Super NIS 


™ and Copyright 1993 ©Nintento. Copyright © 1993 The Software Toolworks. Inc. JUL __ 

All Rights Reserved. MARIO IS MISSING™, MARIO™. LUIGI™, and BOWSER™ MWaMP 
are trademarks of Nintendo. Super Nintendo Entertainment System and Super NES v/vy xnw \— 

are registered trademarks of Nintendo of America Inc. T HE SOFTWARE TOOLWORK S 








SEAL OF 
OUAUTY 


THE ARCADE GAME 


The original martial arts legend continues... with all the hard-hitting 
arcade action at your command! Battle your way across the globe with 
awesome special moves and deadly weapons straight from the arcade!! 

Whether it's a swirling Hurricane Kick or staggering One Armed Head 
Butt... a razor sharp Warrior Sword or lethal Nunchakus... you have 
what it takes to crush your ruthless enemies! 

Double Dragon 3 ,M : The Arcade Game™- a quest that leads around the 
globe... to the adventure of a lifetime! 
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SKID’S PICK 


You don’t know how 

iJJlJiiJUillJ hard this IS for me - 1 

really, really want to pick 
Jrijijfj Taz but I keep having 
Flashbacks and seeing 
iiiJU UiJU Spots... 


SGT. GAMER’S PICK 


This was a close call 
between Taz and Tecmo 
B’Ball. Since I haven’t 
picked a sports game 
before, I’m going with 
hooo, it’s too smooth. 


sin. 


GAME i 


TOM SLICK’S PICK 


Spot is my game of the 
month. This game rep¬ 
resents everything that 
is right in gaming. No 
scaling, no Mode 83, 
nuthin’. Just pure fun! 


I Ht fcNUUlHfcn b 


There were tons of 
excellent games this 
month, but of course, 

Mr. Fighting always 
picks a winner. And that 
was Fatal Fury 2. 




RPG’s coming! 


you’ll love Shining Force. 


Don’t let the Mickey D’s tag 
fool ya, this is a goo test, for¬ 
est run, smog jog and ice 
trek that all true action gamers must 
take. Graphics and music this good 
are seldom seen and heard. It’s one of 


Finally, the great Shining 
Force makes it to our shores! 
Shining Force has beautiful 
ight scenes and a very involving 
3 uest. With 31 characters to choose 
from, fighting the enemy never gets 
aorina. Hooefullv Seaa will keep the 


K o/ fl What I like most about this 
game is the combination of 
strategy and RPG. The story 
s very involving and the fight scenes 
are dramatic. I also like the different 
characters you can choose to join. If 
/ou liked Shining in The Darkness, 


M 0/„ Oh ya, commanding troops? 

No worries. Go to battle with 
the sarge and you ain’t com¬ 
ing home. Shining Force is the ulti¬ 
mate combat simulation mixed with a 
great story. It kept me up for days. 
Over and out. 


IS - VIRGIN - 8 MEG - 2 PLAYER -SEE 


W l’m really impressed with this 
cart. Virgin outdoes them¬ 
selves every time. Besides 
having the best Genesis graphics next 
to Spot, the action is outstanding. 
Another good pointer was the sound 
effects and music. I never never 
thought the Sega could produce 
sound like this. 


Ah, life is good. It’s games 
like this that make me glad to 
be alive. Virgin took a 
McDonalds game and made it cool. 
The graphics are crisp and colorful 
and the music is fast and upbeat. Add 
quick control & response and you get 
an awesome game. 


M % Spot’s got everything you 
need. It’s long, extremely fun, 
has great control, and music 
that fits just right, so grab a 7-Up 
a controller and go find Spot as 
as it hits the stores, I guarantee you’ll 
dig it. 


M /, This is one of the best games 
I’ve played...ever. The back¬ 
grounds are beautifully col¬ 
ored and the amount of animation 
used on Spot is amazing. Character 
control is perfect and the music goes 
great with each level. The real treat is 
the bonus levels, too cool. 


EGA - CD-I PLAYER-SEE REVIEW PG. 36 


Afterburner 3 is as flat as a 
pancake. If this was all pilots 
had to look at, we’d all be 
walkin’. Strap on your parachute and 
j bail out on this one. But, grab the 
music for your car before you jump. 


Hello ... Japan? Can you say 
‘hardware scaling’? This 
game should have been 
given to Malibu about 6 months ago, 
then we would have seen the real 
Afterburner. The tunes are great, but 
both AB2 on cartridge and G-Loc are 
better games. Oh well, back to Batman 
CD! 


After Burner mimmicks the 
arcade in every way! Yeah 
right... and THQ makes great 
games! What’s the deal? There’s 
enough loading, flat graphics and no 
scaling for the whole family. These 
programmers need to take a look at 
Batman, they could learn something. 


After playing the Mega CD 
version, I hoped Sega would 
reconsider an American 
release. But, here it is. This game just 
didn’t have the feel that part 2 had (in 
fact, I liked part 2 more). Most of the 
game is played from cockpit view, 
using very few few frames of anima¬ 
tion on the planes...bogus. 


jj-TAKARA-8 MEG - 2 PLAYER - SEE REV EW PG. 37 

=1 07% Once again the great 68000 Qfl% Takara has spent the last few 

W:?L allows programmers to reach 

near Geo quality, for a frac- & KO m is their latest triumph. I loved 

[grip: tion of the price. It’s all here, includ- the game on the Geo and little has 

nffic* _ . . . .. . .. been lost in the translation. If they 

mg the sampled sounds. Makes the ^ ^ jp SNK js gonna put a cer . 

SNES one look like dog meat. I like tain 24-bit machine on the endangered 

fefT r my Genesis more everyday. species list. 


M Takara has got another win¬ 
ner. The home version of 
KOM is just as good as the 
Geo. The moves are much easier than 
the arcade and the music is excellent 
for the Genesis. If Takara keeps on 
making games this good, who needs 
those expensive Geo titles? 


K °/ 0 This game blows the doors 
off the SNES version. The 
graphics are good, the con¬ 
trol is great and most of all the chal¬ 
lenge is perfect. Even the music is bet¬ 
ter than the SNES. I still can’t believe 
it’s only 8 megs. Nice job Takara! 


Flashback blows away Out of 
this World. The character 
moves better than Prince of 
sia and the story is similar to Total 
jail. The game play is near perfec- 
i. The reason it didn’t get a 100% 
s the music. It’s too bland. 


||0 0 /o This 9 ame brings the 
Genesis to a new level. The 
amount of animation used on 
all the characters is amazing and once 
you wire the control you feel like it’s 
you on the screen. I couldn’t find one 
flaw in this game, it’s like playing a 
movie you want to see over and over. 


How often does an action 
game test your mind as well 
as your skills? .... Hardly 
ever. New innovations like this are 
what it’s all about. I hope more compa¬ 
nies take their time to produce this 
kind of quality. So it takes a little 
longer...Hey, I’ll wait. 


There are some games you 
just have to have and this is 
definitely one of them. Can 
you compare it to Out of this 
world...No! Here’s what’s better. 
Graphics, color, animation, story, 
playability and control. I guess that’s 
about everything.... Amazing. 


mmm ii the all time best for the Genesis. 


No matter what you’re into 
you’ll like this game. The 

——- quality of the graphics and 

sound have Virgin written all over 
them. I come back to Global 
Gladiators over and over. This one 
shows what the next level has in store. 
Too bad you can’t shoot Ronald 
McDonald though. 


8 MEG -1 PLAYER-SEE REVIEW PG. 29-31 


Here’s some of the cleanest 
90 programming you will ever 
find on the Genesis. Spot is 
graphically perfect, fun and challeng¬ 
ing, start to finish. David Perry takes a 
red hockey puck with arms and legs 
and creates a masterpiece. Thanks, 
Dave! 


Virgin has managed to take 
what began as a unique com¬ 
mercial and transformed it 
into one of the most playable and 
enjoyable action/platform games of 
the year. They may look like walking 
hubcaps, but, these cats can play. 
With this title, David Perry and his 
gang really hit the Spot. 


EVIEWPG. 38-39 


TOM SLICK 


THE ENQUIRER 


RATED BY: 


SGT. GAMER 


SKID 
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SUPER TU I 


Patient puzzle gamers will 
like Humans. It has better 
graphics and play mechanics 
than Lemmings,but takes longer to 
master. If you’re into thinkers check 
these cave-dwellers out. You’re sure 
to go away happy...needs music 


Graphically Humans looks 
just right. The levels are col¬ 


orful and the animation is 


very well done. What hurts this one 
though is the slow pace and weird 
controls. For me to get into a puzzler I 
need more than graphics. 


Not being a puzzle game 
fanatic I’m not really qualified 
to review this game but I can 
definitely see where puzzle game play¬ 
ers would really enjoy it. The charac¬ 
ters are drawn well and the animation 
is very good for such small charac¬ 
ters. Hey who knows, maybe if I review 
enough of these... 


M % Humans is not my type of 
game but I will still try to give 
it a fair review. It’s basically 
the same type of game as Lemmings, 
and had the potential to be as good if 
it weren’t for the cumbersome inter¬ 
face. Maybe Gametek can reconstruct 
the control before releasing the game. 


It’s about time someone put 


some goo in this game. 


M % EA Sports has new competi¬ 
tion from their own backyard. 
Flying heads, blood, gore, 
like playing Madden with decomposing, undead scoring beasts, 
dead guys. Blood spurts! Heads fly! y° u 9 ive such a glow. I don’t know if 


Go long and fall off the planet. Oh 


well, he was dead anyway...neato, EA! 


it’s football, but I like it! Heads off to 
Electronic Arts for having the guts to 
deliver this carcass bashing goo-fest! 


I am glad this game didn’t 
turn out to be a Madden rip- 
off. the control is the same, 
but that’s about all. The sound effects 
are great and the blood lets you know 
if you’re hurt...or dead. Complete with 
stats and instant replay, Mutant 
League Football is a must. 


W Madden meets Beetlejuice. 
That’s exactly what this is. 
Madden playability with 
Demons from the dead as your play¬ 
ers. Cool huh? Imagine charging down 
the field and accidentally falling 
through the field into space! 
Remember, murder carries a ten yard 
penalty! 


M Hey, I’m not the guy to ask 
about baseball games, 
except for the hot dogs you 
can have it. But after playing Talko a 
couple of times (And roasting em,it’s 
all reflexes ya know) I’d have to say 
this is the best one I’ve played on the 
Genesis. Road Riot would make me 
happier. 


Tengen has got this baseball 
Q( thing wired. They have taken 
cartridge BB. games to a 
point where it is getting very difficult 
to improve on the theme. Although I 
would have liked to see a battery 
w/accumuiating stats and a season, 
RBI ‘93 stands at the pinnacle of the 
16-bit baseball world. 


FTEAM -CD-I PLAYER - SEE REVIE 


Man, I’m gonna put one over 
the green monster if it kills 
me. For a guy who really 
doesn’t like baseball that much I have 
been playing the crud out of this 
game. I don’t think 16-bit baseball can 
get much better than this. If you like 
baseball, you’ll love this game. 


M % I don’t like sports games that 
much but R.B.I. ‘93 is the first 
baseball game that caught 
my eye. The playability and feel pre¬ 
sent in R.B.I. are missing from most of 
today’s sports games. Now if Tengen 
would only make a basketball game, 
wouldn’t that be wonderful? 


Devastator wasn’t all that 
devastating. The cartoon is 
phenomenal but the game 
lacks any real excitement. It’s good 
enough to play through once but 
that’s about it. Compared to games 
like Final Fight and Silpheed, 
Devastator falls way short. 


^ The Devastator cartoon really 
impressed me. I just wish 
the action stood out as much 
as that and the music. The game itself 
could have been done on cartridge, 
but as an overall package with all 
three elements it’s worth a look. 


7 [l 0 lo Cool cartoon, great music 
and very little excitement add 
up to Devestator. It’s not a 
bad game, but, as a CD title, It’s just a 
plain shooter/action game that 
wouldn’t have even been impressive 
on cartridge. 


ft OF JAPAN -8 MEG -1 PLAYER - SEE R 


■ Midi! WMm 


Mazin Saga really surprised 
me. The one-on-one is 


BUBSY 


breathtaking and the creative 
side scrolling is pretty cool, too. 
Either one would make a great game 
in itself. Other welcome ingredients 
are the unbelievable amount of scrolls 
and the cool, demonic characters. 
Mean, mean, mean. 


K Although the character ani¬ 
mation in the one-on-one is 
tremendous and the scrolling 
and color usage sets new standards 
on the MD/Gen, the side scrolling 
action scenes and the fighting itself 
really show nothing new. A nice 
effort, but it’s not my first game off the 
shelf. 


fflFT - 8 MEG -1 PLAYER - SEE REVIEW PG. 54-56 


it’s games like this that make 
me wonder how Sega does it. 
The graphics are intense, 
with cool morphing effects and fluid 
animation. The amount of detail put 
into this game will blow you away. The 
only thing that could have made it bet¬ 
ter is a 2 player mode. 


W % This is the first one-on-one 
fighting that I have really 
liked. There are major scrolls 
here and the animation is the best yet, 
It’s too bad it’s not just one-on-one 
fighting, otherwise it could be a major 
competitor in the fighting game arena. 
Give me a sequel please. 


M % The mold has been cracked! 

I have to thank the crew at 
Sunsoft for being brave 
enough to do something new. The 
end result is fantastic. This game is 
sooo fun and sooo addicting and sooo 
hard. I’m still playing it all of the time, 
no kiwi is safe. 


Sunsoft has combined the 
humor and animation of its 


-namesake with a tremendous 

chase game with driving elements. No 
mode 7 and its requisite color and res¬ 
olution loss, this baby is customized 
with cartoon animation and enough 
speed to slap a few bugs on your 
teeth. 


M % This is like Taz goes Road 
Rash. It’s nice to see an origi- 
' nal concept in an action 
game. The bright colors and crisp 
graphics jump right out of the screen 
and the 1st person is ultra-smooth. It’s 
Looney Tunes at its best thanks to 
Sunsoft. 


16 HIEG -1 PLAYER - SEE REVIEW PG. 58-59 


Taz has everything a game 
needs, diversity, playability, 
and just plain fun. You won’t 
believe the scaling, it’s amazing, not to 
mention that the game is fast and the 
rear perspective is unique. I think that 
this is a definite contender for game of 
the year. 


r% Who’d have thought? A total 
winner by Accolade? Either 
the personnel changed or got 


N °/() After all of the hype that this 
hair ball generated, I was 


expecting to see Son of 


brain transplants, because Bubsy is a Sonic or Mario: The Reincarnation. As 
real good game. The cat kind of goes such, I was waiting for Bubsy with 


01 % With 3,1 the h yP e » I expected 
0 | more. Not that it’s a bad 
game, but it’s not great, 
either. The enemies are very repetitive 
and the action isn’t all that fast. 
Overall, Bubsy is a solid action game 
and a worthy purchase for SNES own- 


where he wants, but everything else is great anticipation. Bubsy is a solid, 
solid. Good graphics & sound and it’s entertaining action/platform game. 


fun. Cats everywhere should be But, it is not on the same level with the 


hog and the plumber. 


B HUNT - OCEAN - 8IYIEG -1 PLAYER - SEE REVIEW PG. 66-6 


M % There was too much hype for 
Bubsy. It’s basically just a 
‘ Mario clone without the cre¬ 
ativity. But I still found it very fun. The 
levels were huge and the music was 
decent. The thing was, after you play it 
for about two hours, there’s nothing 
there to keep you going. 


7C% > Ocean follows the Addams 
■ V Family with a great sequel bv 


■ V I Family with a great sequel by 
not straying from the original 
formula and improving the graphics. 
The pugster himself is done extremely 
well as a snot nosed brat, and the con¬ 
trol is right on. Hard, though...geez! 


M % I thought the original SNES 
Addams Family was great. It 


- had that European flavor, giv¬ 
ing the game superb graphics and an 
addictive quality that very few titles 
possess. Now, Ocean uses the tried 
and true formula of the original to cre¬ 
ate a sequel that belongs on every 
SNES owner’s shelf. 


Although not as solid of a 
game as the original, 
Pugsley’s makes it through 
with great graphics and game play. 
The control is a little loose and the dif¬ 
ficulty is hard, but, with practice, you 
become more involved. Each level is 
unique and the detail is tremendous. 


Everything in this cart really 
makes the SNES shine. 


Pugsley’s has tons of scrolls, 


EVIEWPG. 70-71 


great playability, and music right from 
the movie. It’s a little difficult, but it’s 
so fun you won’t care. 


I never dreamt that anyone 
could make a Turrican that I 

- would like. Sound, color, 

graphics and difficulty are all great. 
He still looks like the Tin Man from the 
Wizard of Oz, but, at least this time 
he’s got an awesome game around 
him. This engine will serve their future 
games well! 


00 % The ,on 9’ checkered history 
of Turrican games has 
ended! Seika has brought 
the true Turrican to your SNES and it 
is a 4 meg masterpiece that looks like 
16. This game is one of the few that 
combines outstanding graphics and 
game play with a soundtrack that real¬ 
ly makes you feel the game. 


This came close for my pick 
of the month. Super Turrican 
makes you forget that horri¬ 
ble Sega version. The soundtrack 
alone is awesome and the action is 
non-stop. Add good control and huge 
levels and you get the ultimate. 


M % Seika took a boring computer 
game and made it awesome. 

-The graphics and music are 

near perfect and the game offers a 
well balanced challenge. I guess what 
really did it for me was the music, that 
Dolby surround adds so much more 
excitement while you’re blowing up 


the enemies. 
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come true. 


more. 


M 0/„ Tecmo NBA is undoubtedly 
the best basketball game 
yet. The graphics are fair, but 
what really impressed me was the 
control and playability that the game 
had. Nothing to date compares with 
this sports cart. Very impressive. 


EA has been de-throned for 
the best basketball game on 
the SNES. Tecmo is real bas¬ 
ketball. The game speed is smooth 
and all the close-ups, stats, real 
names and fouls add to the realism. It 
just doesn’t get much better, great 
game! 


Tecmo has done what I was 
beginning to believe couldn’t 
- be done, created a fun, addic¬ 
tive b’ball title that keeps you playing 
throughout an entire 82 game season. 
With great graphics, game play and 
simulation qualities, Super NBA is the 
early leader for sports game of the 
year. 


M % Since I’m not into stats or 
any of the jock stuff, when I 
rate a sports game it’s purely 
on music, speed, graphics and fun. 
Let Talko read the freakin’ halftime 
report, I’m stompin’ the start button 
and gettin’ to it. Tecmo is, as most 
agree, the best b’ball game on the 
SNES. Now, how about football? 


Q£% Wolfteam’s made a helluva 
~ QQ action game, but not much of 
an RPG. Based on the 
. action, NGR ranks high, due to cre¬ 
ative mechanics and stunning tunes. 
You don’t need to know Japanese to 
play, so if it never shows up, you can 
' buy the SF version, action gamers 

i must have this game. 

BANDAI -16 MEG - 2 PLAYER - SEE R 


01 % With all the fighting games 
Q | out these days, it takes a lot 
for one to stand out. DBZ 
has two such qualities; the awesome 
Dragon Ball cast and the unique new 
viewpoint. There’s plenty of moves 
and they’re easy to do. A little short 
on the graphics, but well worth buy¬ 
ing. 


ANPRESTO -10 MEG - 2 PLAYER - SEE 


This is the one I’ve been wait¬ 
ing for. It’s the ultimate 
Gundam game. With 10 meg 
comes great music, awesome color 
and way more moves and animation 
and, this time, the SD’s are wild men, 
sort of like Turtles, but better. It’s all 
here for Gundam fans! The characters 
make the game! 


I was glued to the first one 
and I was nailed to the sec¬ 
ond. There’s a certain groove 
you get into playing this game. It’s a 
great formula, music is perfect, graph¬ 
ics and control are excellent. More 
games like this are needed to keep the 
Turbo alive until 32-bit time! 


Cool World can be summed 
up in one word, ‘patience’. 
The manual is very little help 
and you face the same frustration that 
was present in the movie. But, the 
graphics, sound and unique game play 
are strong enough to keep most play¬ 
ers interested, worth a look. 


This game is too short to be 
considered an RPG, but it is 

-a very strong action title in 

the Zelda style. Neugier has impres¬ 
sive graphics and sounds and you 
don’t need to know Japanese to play 
it. Not my type of game, but a solid 


DBZ is different enough from 
the typical arena style fight- 

- ing game to make it worth 

getting into, with a split screen pre¬ 
sentation and increased distance 
between the fighters, and large sized, 
well animated characters, DBZ will 
appeal to fans of the series and fight¬ 
ing games alike. 




% Something just isn’t there. 
The game concept is neat, 
but the game play is sloppy. 
When playing, you get no clues on 
where to go or what to do. The graph¬ 
ics and music are all right, that’s about 


M o/ 0 I liked the movie, but the 
game didn’t capture the feel. 
The graphics and music 
impressed me a lot, but the game was 
too slow. As an adventure game, it’s 
not very good. You never get enough 
clues, just the run around. 


The music in this game is 
awesome as well as the game 
play. Each level is unique, 
making you think and explore. But for 
this type of game the levels should 
have been more complex. A good 
game, it just could have been better. 


As Wolfteam’s first 
action/RPG on the Super 
Famicom, they’ve really 
made a good game. The thing is, 
besides the music and graphics, 
which are excellent, the RPG part is 
too short and the action is way too 
easy. If it would have been longer, it 
would have been better. 


01 % There is nothing these 
Gundam boys can’t do! Since 

- the first SF game, I have 

played this series relentlessly. Bandai 
always has a new wrinkle to throw in 
and the graphics and sound always 
represent state of the art. Gundam 
fans do not want to miss this game! 


It may take a while to master 
the control and learn the 
moves, but you get used to it. 
The fights are, for the most, missile 
attacks. The size of the fight area 
should have been made smaller for 
hand to hand fighting. 


This game is much more than 

__ I expected it to be. The use of 

colors make the screen jump 
out at you. There are large characters 
and the 2 player option is the ultimate. 
Great Battle 3 is Banpresto’s best yet. 


K <y 0 Bandai has made a fighting 
game that is totally different 
than the rest. The moves are 
hard to get used to, but the split 
screen action and loads of moves 
made it addicting. A 16 meg fighting 
game that needs to be brought to the 
states. 


2 - T.T.I. - SUPER CD -1-5 PLAYER - SEE REVIEW PG. 86 


Dungeon Explorer 2 is a 
great title for the Turbo. This 
is where T.T.I.’s machine real¬ 
ly shines. Combining great strategy, 
action, graphics and sound with a ter¬ 
rific style, DE2 is a winner. All of you 
Turbo owners out there don’t want to 
miss this one. 


I hardly ever play games on 
the Turbo. But, after peaking 

-into Mr.Storm’s office and 

seeing and hearing this game, I had to 
grab a Duo and play for myself. Now I 
understand why so many RPG fans 
love this game. It is very, very addict¬ 
ing. _ _ 




MEG - 2 PLAYER - SEE REVIEW PG. 96-99. 


o/ 0 Mai Oh Mai, not only is this 
an incredible fighting game 

- with intense backgrounds 

and awesome combos, but it’s also 
got the best female character I have 
ever seen. From graphics to play 
mechanics FF2 is perfect...and the last 
boss scene is.Well you’ll see. 


M % Here’s the first fighting game 
that pulled me away from Art 
of Fighting. This is what a 
sequel should be for a little of this 
Caliber. It’s better than the first in 
every way. Now pleeease give me my 
Magician Lord 2! 


■f« a / n I like the idea of 2 player 
simultaneous and the interac¬ 
tion between the players, but 
there isn’t much new. Most of the lev¬ 
els look the same as well as the ene¬ 
mies. The game is fairly long and most 
Bonk lovers should like it. 


M o/„ Fatal Fury 2 has great control 
to allow cool combos and 
~ quick hits. The graphics are 
fine tuned and some levels display 
awesome scrolls. Adding new charac¬ 
ters was a definite plus as well. No 
Geo owner should be without one. 


o/ 0 | can’t believe this sequel, 
while being much longer than 
the previous version, GD3 
also employs 2 player simultaneous 
with no slow down or flick. You get the 
feeling that you’re playing Battletoads 
but with Gundams. Bandai has out¬ 
done themselves once again 


DE2 has the same feel as the 
first and the same graphics 

-as the first but is now on CD. 

Now you get CD music, a huge quest, 
and 5 player simultaneous. If T.T.I. 
would bring more games like this out, 
they’d have more than a small per¬ 
centage of the market! 


Bonk 3 is really nothing new. 
The levels and backgrounds 
are almost identical to 1 & 2, 
and once again there’s no scrolls. 
Thanks T.T.I., The two player option 
was nice but wasn’t quite enough to 
keep my interest. For Bonk fans only. 


EVIEW PG. 100-101 


— 0/ 0 if l was into soccer games I’d 
be locked in a closet some¬ 
where with this one, but with 
all the choices for a new Geo game 
why soccer? Where’s my RPG or 
Driving games SNK? This one will be 
huge,in Europe.... 


o/„ Another great entry into the 
Geo sports catalogue, SS has 

-some of the best animation 

ever seen in a sports game. Combine 
that with smooth field scaling, 1st per¬ 
son penalty shots and super fast game 
play and you have another winner by 
SNK. 


Super Sidekicks is one of the 
best soccer games out on a 

- home system. It has great 

game play, fast action and cool close- 
ups. The large fields are also nice for 
passing and goal assists. But for 
being 54 megs, they could’ve done 


o/ 0 Fatal Fury 2 is my favorite 
fighting game yet. Finally, 
combos are now possible 
and there are a total of 12 characters 
(8 which you can choose from). If you 
could pick the last 4 bosses, it would 
be as fun as Street Fighter 2. 


Super Side Kicks is, out of all 

_the soccer games, the best 

yet. The graphics, the smooth 
scaling and fast playability make this 
cart a Geo sports collector’s dream 
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Experience the excitement of the Street Fighter II™ arcade game...at home! 
There is no other controller on the market which offers true arcade playing 
action, with the size, feel and durability of the Championship Joystick. 

So, while others may claim that their controllers are “Arcade Quality”, 
only C&l Controls delivers true arcade action for your Super NES™. 


Special Features Include: 

• Cycolac 1000 (ABS Plastic) Construction 

• True Arcade Joystick & Buttons 

• An 8 Foot Controller Cable 

• Total Compatability with ALL 
Super NES™ Games 

Nintendo and Super Nintendo Entertainment Systems 
are trademarks of Nintendo of America, Inc. 

Street Fighter II is a Registered Trademark of Capcom 


Championship Joystick 

C81 Controls 

Manufactured by KBM in the USA. 

For Technical Information call 
1-205-650-0038 

To Order Call: 1 -800-264-8728 
24 Hours A Day! 

Dealer and Distribution inquiries are welcome 
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the championship coin-op. 

As for the music, for a 
Genesis cart, the tunes are 
excellent and the voice is 
surprisingly close. So, 


when you add all this up, 
you inevitably come out 
with one phenomenal deal 
on SF2 Champion. Now, 


you don’t have to go to the 
arcades and get your butt 
kicked...be as cheap as you 
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W / ?ia...W?)ai , s going on? 


Meet Interesting people 


! So far in ‘93, Sega has surprised 
me with an amazing marketing plan 
that takes us from some of the best 
cart games ever created, to an awe¬ 
some CD-ROM (just wait!) and final¬ 
ly, a virtual reality system that’s not 
only affordable, but will open up a 
whole new category for program- 
j mers. Wow! All of this, and it’s 
In only May. 

^ I am especially excited and opti- 
mistic that they are finally taking a 
stab at the oh so dry RPG market and 
W releasing two dead-on winners, 
Shining Force and Landstalker. many 
m of you have probably dabbled with 
V the import version. But, to truly enjoy 
R this title, I strongly suggest picking 
Iy up the U.S. version, since a big part 
f/i of what makes this game so special 
is the dialogue. • 
flk Shining Force, in my opinion, mixes 
role playing with strategy success- 
|1 fully for the first time. This is due 
fj highly, of course, to the awesome 
S' viewpoint given the player during 

" j fighting scenes, added to the fun and 
challenge of strategically matching 


Crrrrl Grrrri Whxit <io you man 
i...? Leave me alone or HI tea 
r you apart with my fangs! 


Tmould be sweet to deal with 
you myself, but my wounds... 


What would you like? 


Shining Force...no! EARNEST. 
Fight your best battle and I. 
shall do the same. 
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opponents to ultimately gain ground 
and win back territory. The role play¬ 
ing aspect of Shining Force takes 
place mainly in the towns, where you 
will meet up with a great assort¬ 
ment of warriors, from powerful magic 
elves, to mighty fighting eagles, all 
of which you will immediately become 
attached to, either because of the 
way they look or fight, or just because 
of their spirit and vigor in battle. After 
you have exceeded the maximum 
number of characters you can bring 
into battle, you must leave some back 
at the headquarters. When you 
find yourself missing them, you know 
you’re into the game and attached to 
its characters. 

Sonic Team is really on to some¬ 
thing with this series and they know 
it, they’re already working on SForce 
2. But, best of all, SOA sees it too 
and is finally committed to bringing 
the U.S. gamer these master works 
from Japan, where RPG’s rule the 
market and many gamers burn the 
candle at both ends to play games 
like Shining Force. 


* n nr 
i iP .. 


strategically wipe out enemy hordes 


















































Back about six months ago, in our first issue (which nobody saw), we 
did a review on Global Gladiators and, since then, I haven’t heard a word 
about it. Back when I first saw Gladiators and did the review, I thought it 
was one of the games of the year for the Genesis. But, unfortunately, 
it was released at the same time as Sonic 2 and just got passed 


^^^■■■PPjPPRJgllPBPHPPBP _ . Pi ■ over 

(the box didn’t help either, somewhere an artist needs a 
job). So, since it’s too new for the graveyard, here you 
go. First of all, let me set your mind at ease by saying Tfrl 
* this game is not filled with burgers and fries. In fact, if 
you took out the spinning “M’s” and that lone Ronald McDonald 
(who is this guy?...grow up!), it could very well have been called 
“The Lost Boys in Slime World” or “Dream Journey” or something like 
that. But, the bottom line is that this is one kick-butt action/platform 
game that no Sega owner should be without. So, if you didn’t get it, 
go find one...then cut out this page and replace the cover sleeve. 
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GENESIS REVIEW 

BY E. STORM 



iW/AVAVAiWi His mission, pro- 

duce Genesis games 
^ % that always amaze 

0 i anc * amuse. His 

Ji \ weapon, knowledge, 

■■ ISk. % creativity and a 

'! Jfl |kv development sys- 

■ ■ tern. His enemy ... 
time. His name is David Perry and this 
time he’s really done it. In a relatively short 
period of time, David Perry has taken what 
amounts to an animated bottle cap, 
and, once again, broken new ground ——- 
on the Sega Genesis. It seems like 4 




Rei-yse itieje 


every time he makes a game, he 
redefines the boundaries just a 
little bit more. Spot is the kind 
of game action/platform fans dream about, 
incorporating pinpoint control, phenom 
animation, fun precision jumping and 
colorful, high-res 
graphics 


If Coot 

OotuecT T+»e& 

’’Sto * 


COU-OW TfcSt 


^ • g|<»m 


t tfcc. 
UiliUUU 
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Hey ... no scaling or rotation needed!, just great programming. It has dawned 
on me recently that a lot of the so called next generation games with all of the 
bells and whistles are the ones that bite. Sure, they may look neat, but let’s not 
forget why we are all here, for a little diversion and a lot of fun. 

Spot brings me back to the basics with incredible style and a great sense of 
humor. It’s fun, period. If Virgin ever does get D.P. on a Sega CD title, watch 
out!, random eye or muscle twitches may occur! 
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DRIVING, 


Let me start off by saying, quietly, ‘I can’t believe it!’. Not only is the 
Sega CD a real scaling machine, it can also make what I thought to be just 
an average action/platform game into something special. If you’ve played 
the action portion of Batman Returns on cartridge, you’re about to see what 
music can do for a game...what a difference! But, for now, let’s talk about 
the driving and Bat-Ski levels. Where, in a certain amount of time, you 
must take out a number of bad boys, determined by a gauge in the cockpit, 
or avoid obstacles and use your skill to successfully cross checkpoints. 

























































































What’s most exciting about these incredible first person portions is that 
it’s not just a show, it’s challenging and very, very fun. Once you push your 
eyes back into your head, you’ll be having the time of your life, especially 
in the sewers. We’re talking Magic Mountain here. Never have I rocked 
and ducked so many times in a game, and these scaling graphics make 
Starfox look like doo-doo. The sludge is in constant motion, rocking you up 
and down, and the speed is mind blowing. Add to that bone chilling tunes 
better than the movie, and you’ve got one fantastic ride. Batman Returns is 


another game that solidifies the capabilities of the Sega CD. SOA tells us 
that this is only the beginning, it will take many years to realize the full 
potential of the machine, which means that much more than this can, and 
will, be achieved in the near future. For a young system, the Sega CD has 
made me a true believer, and anyone that plays Batman Returns will, most 
assuredly, teel the same way. You don’t really think you’ll win, do you? 
Sorry Penguin, I’ve got a Sega CD.J’ve already won. My thanks to John 
0’brien(3D engine) and Spencer Nielsen(music) ...Good Form! 










































SEGA CD PREVIEW 

BYE. STORM 


0000550 


As we promised, here’s more on 
Terminator. This CD is nearing comple¬ 
tion and just keeps looking better and 


month) you’re seeing here are from lev¬ 
els 3 and 4, which look unbelievable. 
The backgrounds are extremely realis¬ 
tic and the enemies look like pure steel. 
Another big surprise that is more 
apparent in this further along version is 
the music, which ranges from Techno 
to Heavy Metal, and goes with the 
action very well. The sound FX are also 
right out of the arcades. So, that’s 
about it for this month. The 
{ v next time you see 
. A \ Terminator in Gamefan, 

/ Qi _ r \ . it’ll be a full blown multi- 

t * * 'A Page review. So, get 
] •* ready, I’ll be back. 
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Fur dll you Desert Strike fans, 
*W°~ ^ ^ «P here cornea a new 16 meg sequel 

with all new missions and vehicles at your disposal. Although 
still very early, we thought you would enjuy seeing how the game 


I PLAY6R 
I© M€G 
AVAIL JUN 



jr 


is coming along. I’ll start with the control which is a lot smoother 
and easier to maneuver, and the sound effects are much clearer. While 
playing I found the levels to he a lot more challenging than the original, 
arid also that goo needed to take goor time approaching goor target simi¬ 
lar to the rest. The great strategy is still here. I still haven’t seen an actual 
Jungle level ... get, hut I’m sure it will he awesome. Stag tuned to Game Fan for a 


full review on this promising hit sequel. 



Afterburner...3? Are you sure? 
Because this looks more like a step 
backwards than forwards. In part two, 
large objects scaled semi-smoothly, 
in part three, small objects 
scale choppy. That is 
when there is something 
on the background. 

You’re usually flying over 
a flat color with some dots 
on it. In part two, you 
segue way by a huge refu¬ 
eling ship you meet in the 
sky. In part 3, you load for 
a second while oDadHtaLChan 


3-LUCK! 


got a doo-doo cartridge game. There 
are actually only two good points here. 
Number one is the music, which is phe¬ 
nomenal, I listen to it on the freeway 
all the time. And number 
two is the dogfight 
sequences, G-Loc style. 
Other than that, it’s a sad 
example of a Sega CD. It 
just goes to show you how 
far Japan is behind the U.S. 
in CD development. We 
have Batman, they have 
AB3. Sorry to let you fly 
' " iis one’s good for the 
tman, Dracul. 


5€GA, ; 
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Every so often in the world o 
video games a company foi 
one reason or another decide* 
to do something special. Whi 
just make a game when yoi 
can leave your mark by doinc 
something that will stay if 
gamers minds and conversa 
tions for years to come 
Delphine's latest entry into th« 
Sega Genesis line up is one ol 
those games. To go into detai 
would take pages of text sc 
I'll let you experience the 
details for yourself. For now 
let me just spark you're inter 1 
ests with a basic overview 


































































































ggggi 


Flash Back follows in the tradition of Out of this World only this time 
around it's with much more animation, color, interaction and story, in fact, 
the story now unfolds before your very eyes throughout the game. The 
game is crisp and precise, gone is the sluggish control, and once you get 
it down, Conrad controls with pinpoint accuracy and everything moves 
along at a fast action game pace. Another big surprise is the ultra 
smooth scaling in the story mode and the many added frames on the 
character. I ve never seen the Genesis look better! All I can really tell you 
without getting technical is the bottom line. Buy this game. It will defi* 
nitely provide any gamer many hours of addicting game play and stay in 
your collection forever. Flash Back is one of the most amazing cartridge 
games ever made.. pg P If 
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REVIEW BY E. STORM 
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Look out Lemmings,here come the Humans. Humans are 
chunky little cavemen that must work together to save their tribe. 
The way I see it is that there are two ways to look at this game, in 
the eyes of a puzzle game player (A patient one) This game will 
surely top his list of must have games, as it should being that it 
is a specific type of game. However from 
the other side, this one won’t have the 
cross over that Lemmings had. Being an l | 
easy to learn game Lemmings enjoyed a ' 
universal audience where I think Humans, 
because of its learning curve and slow 
pace will most likely appeal to hard core ||me ' ^ 
puzzlers only. So if that’s you, here you go. #*> • W * * * 


GENESIS REVIEW 

BYTALKO 


...And the sign on the door read; “Die hard basketball fans need only apply”... 
And so it goes with EA’s fourth, count ‘em, 4!!!, basketball game for the 
Genesis, Bulls vs. Blazers. 

O.K. guys, enough is enough! I am a die hard basketball fan. I played in 
high school. I played in college. I have played at least a couple of times per 
week for the last 20 years. I have played every video basketball game on the 


planet. This has to stop! There are no new graphics, no new perspective, no 
■ season, no battery, no stats. This is the same game we played 2 years ago! Granted, 
™ the original Lakers vs. Celtics was a good game, if somewhat unrealistic(when was 
§: * the last time you saw John Stockton do a 360 degree gorilla slam?). But, how many 
times does the game buying public want to spend 60 bucks on a game that offers the 
exact same perspective, sound, graphics, etc. as its predecessor, offering only minor 
“tweaking” of the game play? 

Caveat Emptor(Let the Buyer Beware). Bulls vs. Blazers has gone beyond the enthusiast 
market. Unless you are more of a basketball fanatic than I am(or you are Tom Tolbert and, for 
some reason, wish you were still with Golden State), rent this game first. If you are more of a bas¬ 
ketball freak than I am, seek professional help, quickly 
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What do you get when you cross John Mai 
with a classic ‘B’ horror movie? The answer is spread 
before you in one of the most unique and fun games I 
have played this year, Mutant League Football. 

The first thing that needs to be said about MLF is that 
it is not an EA Sports title, but, fear not, Mutant League 
Football is one of the best playing football games ever, 
even challenging the BOOM! man himself. As a sports title, 
MLF has all of the features that you have come to expect 
in quality sports games; 5 pages of stats with the play¬ 
ers’ names, multiple passing windows, and the ability to 
spin, dive and straight ‘arm’ your opponent. 

What sets Mutant League Football apart from the com¬ 
petition is an appealing mix of 6th grade gross opt humor(dis- 
memberment, decapitation, flatulent, undead beasts and 
other forms of sick humor particularly appealing to 12 year 
old males and video game magazine sports editors!), and 
an on-going dialogue with coaches and other players 
that keeps you coming back to the game and adds a 
sense of humor that is fresh and hilarious. This is one 
game where you won’t be hitting the ‘start’ button to bypass 
the ‘filler’ screens. 

Electronic Arts has broken the rules to produce a 
game that is unique and loaded with long term play 
value for both sports and action enthusiasts 
yES® alike. It may have your mom or girlfriend 
mjfiP questioning your mental stability, but, /L »> 
IfX hey, that’s nothing new. Ignore the women rjJL 
W in your life and run out to get Mutant 

League Football, killing the ref and C?-* 
falling off an asteroid have never been ^0* 
this much fun. *— 


The ALL-STARS Match up with us so 
evenly that they're abiost our 
twins: I mm oral, cruel, savage, and 
ugly as hoHenade sin. 


Either you Morons can start 
executing plays or I can sta 
executing you* 


I think you're 
to give 1IOVC n 
give it. I'll hr 
in your foot? 


AWAV TEAM 


W .‘ • PAD 2 <R1 CHT) 


HOME TEAM 
PAD 1 <LEFT> 


DOWN TO GO yARD 
1 10 39 i 


Single game 

3 : m 

BATTLE FIELD 
OFF 


GAME MODE 
QTR LENGTH 
FIELD 
RESCUES 
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GENESIS REVIEW 

BY DR. E 


After loading the bases with three 8-bit RBI titles, 

^ Tengen ripped a homer and cleared them all with RBI 

ji \ ? IV on the Genesis last year. Now, it’s a new season 

2 and Tengen is back in the ball yard with RBI 93. ^ 

Last year’s title was, by far, the most dynamic \ 

baseball title available for the 16-bit systems. The 
’93 version is a worthy sequel to RBI IV, featuring; 

- the new Florida and Colorado expansion clubs, 

improved music, improved color, animation and 
B " m 'll speed(especially the scrolling, which strengthens 

game play), all 1992-93 personnel changes(see you . 

V- in Texas, Jose!) and an improved Home Run Derby and defensive practice drill. Couple % 
that with the well rendered professional stadiums and excellent pitching and hitting 
mechanics of RBI IV, and you have the premiere baseball game on 16-bit. 

RBI ‘93 does not blow the lid off of the can, but it does give owners of the previous 
iJL-. ^ title more than enough reasons to upgrade to the new version, and new Genesis owners 
jflj a clear choice when purchasing that first baseball game. With all of the features that 
were great in RBI IV and the new goodies found in ‘93, Tengen has delivered another 
/jt Ryan express fast ball that rips through the competition. Get yourself a copy of RBI ‘93 and cal 
me when you score more than 14 on the defense drill! 
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stats freak standpoint... 

The game does not save 
stats. 

It is beyond my compre¬ 
hension how any one could 
play through a 162 game 
major league baseball sea¬ 
son, with all of the players 
names and abilities, without 
saving statistics. 

I guess I could begin to 
understand it if the game 
offered better arcade qual¬ 
ity graphics and more 
arcade/action/player control, but these 
qualities are not present in La Russa i! 
Baseball. j 

As with Bulls vs. Blazers, EA has gone j 
beyond the enthusiast to the die hard,' 
“gotta have every baseball game” kind 
of crowd. If you gotta have it, get it. 
As for me, I think I’ll start my spring train¬ 
ing when Sega CD trots a new baseball 
game out to the mound. j 


Tony La Russa Baseball 
bills itself as the thinking 
Genesis man’s baseball 
game. At first glance, it 
would seem to live up to 
that billing; it is definitely 
not an arcade game, as you 
have very little control over 
the hitting or pitching, it 
offers comprehensive sta¬ 
tistics, major league play¬ 
ers and a full season saved 
to battery backed-up RAM. 

The graphics are decent, 
but nothing to get all sloppy about. 
The sound is o.k., but the voice sam¬ 
ples won’t fool your dog, and the game 
play is quick and responsive, but some¬ 
what unfulfilling. 

Up to this point, we seem to be describ¬ 
ing a typical PC baseball simulation(which 
La Russa originally was, from SSI), but 
EA committed a cardinal sin, one that 
is indefensible from a simulation and 
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MODE 1 : | PLAY A GAHE1 

\rjs;4Tl*r. team- 
worn: TJ AM- 
visjioh none: 

<«3MC none: 

GAME «3TYiX! 


TORONTO 
ATLANTA 
SEGA PLAYS 
YOU PLAY 
ABCADC PLAY 
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Top of >rO 


P Ya know, I really wanted to like this game. Having been a Hardball 
fan since I bought a copy for my Commodore 64 computer some eight 
years ago, I anxiously looked forward to Accolade’s latest version. 
With Al Michaels doing the play-by-play(a la Sportstalk Baseball), I was 
psyched and ready to play! Unfortunately, the game was all talk. 

You can talk the game, but can you play the game? 

“Welcome to Hardball III, I’m Al Michaels”. These are the words that start you 
on your chase for the pennant, and the commentary never stops. Accolade is 


if to be commended for the job they did with the digitized samples used for the 
play-by-play. The vocabulary is extensive, Al’s voice has changing intonation(“At 
i\ bat, number thirty-five”), and, unlike Sportstalk, Al is able to keep up with the 
action. 

Yo, pass the binoculars! 

Where is everybody? The players are sooo small, I got terminal red eye after two 
games! The game does, however make use of a battery, stats, a character gener¬ 
ator, different stadiums, etc. and is put together well, but it needs some zip. Accolade, 
you have the beginning of a strong series, keep Al Michaels and the pitching for- 
mat(my favorite), but put some life and size into Hardball IV. 
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When we saw the 1st screen shots of Night Strikei 
in Dengeki Mega Drive we had to get our thumbs or 
it so we could show you what you hopefully will be 
playing soon. If you’re not familiar with this populai 
Taito coin-op game scan the arcades and find one 
it’s pure adrenaline! We like it so much, we got the 
coin-op in our office. This is 3D shooting at its besl 


still a lit- » l | 
intact. I * 
i, Batman m 

grammers get more accustomed to the newThardware^the^games on CD * 

' _* wilh get “better and better/ This is only-year 1 for most * 

/T- TX developers and we’re already seeing intense 3D games # | 
yv ana with Taito (of course) comes the awesome H 
^ music of Zuntata, once again (as with Ninja n 

C ‘ Warriors ) both arcade and arranged. What more j 

could you ask for? Taito’s done it again! Look * 
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cookie-like thing. 

So, is Devestator worth a look? I’d have 
to say yes. The action is well mixed with 
flying and platform stages. The tunes are 
great and the cartoon’s a knockout. Still, 
after you see Batman CD, Jaguar XJ220 
and Silpheed, you wonder why more is not 
being done with the CD 
hardware. Wolfteam’s next 
game is Arcus 1,2,3, we’ll 
bring you that one next 
month. So, until then, go 
hunt for Batman. * ■ 
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After Kei hung up the phone on that 
.wet winter night and turned to me and 
said “O.K., we’ve got it" it seemed like 
forever until it arrived. Microcabin has been 
kind enough to bestow on us the oppor¬ 
tunity to introduce they’re new Mega CD 
RPG to the states. 4 , 

Welcome to Illusion City, Neo Hong Kong 
in the year 2019. As everyone knows by 
now, I thrive on graphic Japanese RPG’s, 
not only because of the challenge of con¬ 
quering a game in a foreign language, but 
for the opportunity to use my imagina¬ 
tion, almost creating my own story as I go 
along. But, Illusion City offers something 
that no other has to date, that’s a serious 
adult story reminiscent of Blade Runner. 
The play mechanics mimick Phantasy 
Star 2, The difference here is that the 
enemies animate with multiple attacks, and, 
later in the game(see part two next month), 
they get downright huge and actually lunge 
toward you, highly detailed and fully ani¬ 
mated. 

Next month I'll go into more detail and 
show you the rest of the game. Illusion City 
will be available in Japan this May for the 
Mega CD...U.S. version? If some one’s 
got the guts, Microcabin’s got the game. 
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>tar II (probably the best 
irtridge), and after the dis- 
pave been hoping that IV 
by mechanics as II. Sega 
Kot only will this new 16 
■awesome fight scenes of 
fares fully animated ene» 
I II you can imagine how 
fating to be. Stay tuned! 


Ever since Phantas 
RPG ever created on 
appointment of PS II 
would have the sam 
has granted my wl£ 
Meg version feature 
part II, but it also ] 
mies. If you played 
incredible this game 


bay on Gene: 
what? More 




Finally! Even though the 
imports been delayed, we’ll 
be bringing you our Final 
Fight coverage next month 
for the Sega CD. I can’t wait 
to s|e the new levels! 


See that tunnel? flafaall 
line scrolls! And fllgt 
robot? It scales in and AM 
perfectly. Gau’s Ex<($izl 
will definitely be a olndS-' 
date for game of the year, j 


Contrary to what you may have heard or i 
QameArts. Most likely 80A will be picking It 
at Game Arts asked us to clear die air on th 
Oils incredible MOD title,as soon as it’s ready 


Here you are! I’ve been 
looking for you since 
January. Finally, the 8 
Meg 4 player version of 
Gauntlet hits the Mega 
Drive in April! Round up 
some friends this one 


, This game looks 
awesome! More 
fun for the MD. It’s 
“Time Dominator”, 
by Vic Tokai. This 
new character is 
electric... You’ll 
I see what I mean 
next month. J 
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Sunsoft has boldly gone where few 
companies have gone before, they’ve 
actually made an original game! Do 
not hesitate to zip right out and pluck 
down the dough on this one as it will 
definitely hold your interest for as long 
as you owe your SNES. No side scroll 
here ... This time Taz goes ballistic, 
dead ahead, and he’s hungry! Your job 
is to snatch up hyper little Kiwi’s. Eat 
enough and it’s on to the next level. 
Sound simple? .. No way! You see ... 
Kiwi’s are not dumb birds. Some move 
fast, some move slow, and some will 
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wait ‘till you get right up on them then hit the brakes. They also like to bounce 


around ... a lot. Your timing must be perfect, and that’s just the beginning. While 
^ OU ' 1 f e .! ryin9 to eat » turnin 9 corners and traversing countless hills, cars are com-1 
' ways ... and buses, and every once in a while a pterodactyl will swoop 


upon you hoping to carry you way back. So when you see him, don’t jump, spin, 
but be careful, there are plenty of trees and power poles to hit and water to 
sink in and if you really screw up, say hello to the She-Devil, Oh ya, this is a _ 

It requires skill and play time to master and that’s what I like about it so much, 
not a walk through. This one is gonna last you a good long time, but that’s 
o.k., the graphics are excellent. In fact, I think it’s the best ever in a first per 
son game and thankfully it’s not flat Mode 7. These programmers have 
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Telenet’s most recent attempt at a good side scroll action game is definitely their 
best yet. Dream Probe brings a surrealistic approach to a tried and true format, mix¬ 
ing mesmerizing music with wavy clouded backgrounds, special effects, and ene¬ 
mies right out of your worst nightmare; Dream Probe’s strong points are its well 
drawn lead characters who change form, great use of color, mosaic bosses, and 
diversity, as the levels scrpll both horizontally and vertically. And, most of the time 
the exits are hidden so you have to think a little. The music is also excellent; My only 
complaint is the slow down, but if you play a lot of SNES games, you’re probably 
used to this by now. You can choose between two characters,' one male, Ron, and 
one female, Maria. Ron is drawn better, but the game is easier to finish with Maria. 
Overall, Dream Probe is one of the better action games in its class, and because of 
its unique presentation and special effects, one that is well w,orth your time. 
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I can’t remember when a game has gotten 
more hype than Bubsy, not since Sonic has a char¬ 
acter developed so much recognition prior to a 
games release. I’ll start off by stating that Bubsy 110943 
is not a Sonic or Mario clone. It truly is an origi¬ 
nal game. Never before has a character in an action 
game displayed so much personality and inter- ^ 
action with the player. Bubsy actually looks at you, 
then leans in and knocks on the screen! He also , 

blurts out a small joke at the beginning of each /: *\ 

level. So if you die a lot (and you will at 1st) /* 99 % 
you’ll be hearing from Bubsy. You probably think 
this is a fast run through game in the Sonic/Mario 
tradition. Well, that doesn’t work, you must 

move along very cautiously always checking above, I: 
and in front of yourself. A lot of woolies will be throw- 
ing stuff or there may also be water holes in 
your path, and Bubsy hates water. Remember, 
one hit and you’re toast. You must take your 
time in Bubsy. The programmers have given 
you so much to explore, from warps 
and caves to underground 

Each level is r-. 


streams 
actually a huge area 
waiting to be 
explored. No 
matter how 







- 26958 ? 


295325 . 


many times you play, ner all of his own, so you 
you’ll always find a new must adjust to Bubsy, 
route to reach your goal, because he’s not gonna 
Don’t expect to just pick adjust to you. Accolades 
this one up and instant- done a good thing here. 

I ly wire it. The Bubster Hopefully more games 
kind of has a mind of ofthis quality will follow, 
his own. If he’s point- But for now, I’m waiting 
ing down hill he’s for the Sega ver- 

gonna walk and you sion which is just 

gotta stop him. He m around the corner, 

also picks up • ‘^mm r S° see y° u 
speed, flies and then. Chow, 

iumpsinaman- wM* 'J Chow. Chow. 
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It’s hard to explain the feeling 
you get the first time you play 
Starfox. The only thing I can 
compare it to would be F-Zero, 
and I didn’t put that down for 
weeks. From the moment we 
saw Starfox at the CES, I knew I 
had to have it and that SFX chip 
was for real. Concept for Starfox 
actually comes from an Amiga 
shooter called Star Glider 2 from 
Argonaut Software (who also 
made Starfox). How they got the 
job of programmers for the first 
SFX game is beyond me. Such 
honors are usually reserved for 
Capcom or Konami. I guess 
when the suits at Nintendo saw 
Starfox they knew it would be 
the ultimate and fastest choice 
for their first game. Even though 
Starfox does not use the full 
capabilities of this chip, it is 
truly an amazing breakthrough 


FORTUIMA’S KILLER PLAIVT LIFE 


60 


©1993 NINTENDO 



























IS DRAGON IN THE HEAD 
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ST REFLEXES ARE REOUIRED HERE 


in 3D polygons shooters for home systems. Starfox is one of those games you can not judge by 
screen shots. (Even though they look incredible). To truly experience this game you must not only 
play it but master it. Never before have you been able to scale through 3D polygon landscapes, dart¬ 
ing in and out of buildings while avoiding fire from countless humongous enemies. Most gamers will 
get so into the game that they’ll find themselves swerving and ducking at times. As the first game 
using Nintendo’s SFX chip, Starfox represents another technological achievement for Nintendo. 
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Are you feeling a little blue because 
Strider never came out for the SNES? Well,be 
happy my friend,Run Saber is here and it plays 
almost exactly the same,and its even two player 
simultaneous! What Luck! So how is it you ask? 

The first thing you’ll notice is that the lead 
character in Run Saber looks,jumps, runs and 
climbs exactly like Strider,however the game 
itself,as far as layout goes is not a Strider clone. 
Run Saber is a well layed out excellent control¬ 
ling action game all its own. 

Graphically Run Saber is excellent in both 
the characters and the backgrounds,the levels 
are huge and feature both horizontal and vertical 
gameplay and when you play two player mode 
there is no slow down or flicker and the game 
remains very fun. 

Your 2 nd player is a female who isn’t so 
hot to look at but she packs some heavy 
power. You’ll find that as a team team you’ll 
' : v breeze right through, so for more challenge 
\ you might want to go it on your own. ~ 

- And finally,if you’re into mode 7 scal- 

ing and rotation check out the level 
• r one Boss,this alone should convince 
* you to grab a copy of Run Saber as soon 
* , as it hits the stores. 

This is good stuff ^ ' 

Atlus,way to go. ^ ^ 
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For those of you who have fond memories 01 
that surprise hit, The Addams Family, here’s youi 
shot at that sa me spo oky feeling. Except, this 
time it’s around the chambers 

Pugsley. 

M^d thing, the tearr 
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Which leads me to a good 


balls...you’ll see. 

The nice thing is that while y ou’re doin 
tasks, you have excelle^^n^||iH 9 ^|^| 
most shiarp, clear graphf|| ' FuJ F ji '- 
age. One especially grSJRIPq|BPPf!^? 
has mile! ojlscrolling bubbles and squeal 
iaip r ^ fen^fhana out too long, you migh 
soap 7 9 p*escape through the first t 
se6(and| cffln’t forget to put t he lid 
fc|r#i4 ^drawback it’s - 

sometimeByou’ll die when you just courai 
If you likemthe Addams Family, you||j lovt 
thfiJDerfecSanswer to Ocean’s hit of# 2 . 
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- \lj S Folks > if y° u ’ ve been Pining £ fjplg. / 

\ away waiting for 2020 to go 16-bit, g 1 & J 

mm- - mmm y OU are not going to be disap- ■* 

r the QdmE? pointed. Just look at these pic- /VObV 

tures! If a picture is indeed worth 

a thousand words (2.3 if you read those other magazines), then these add 
up to War and Peace. What graphics! What game play! Very little has 
been lost in this translation (You can find it somewhere between the fewer 
frames of character animation and the stagnant crash dummies under 
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Go ahead and 


■ the outfield glass). Super Baseball 2020 is clear- 

! 5 •y most entertaining baseball game to be 

released for the SNES to date, which is quite 
an accomplishment considering that there are now 8 SNES base¬ 
ball games(sheesh, the boys of summer are expanding into fall, winter 


and spring) available for the system. 

Both baseball and action game fans alike will want to keep an eye out 
im ~ tor this one. So, sit back, relax 

-— 1 ——B and enjoy the national pastime 11 

within the friendly confines of E| j 4; 1 

£ Cyber-Egg stadium. TXs}' 5 


Oh ya, I’m gone! 


Swing R2! Use the force! 


OH, gloat why don't you. 


®W92 SNK PALLAS Kay Amusement Lease 


This is gonna hurt 
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.--- liZiveyou the worst beating 

“Super Turrican will givey ^ 


of your video S^'^PRO Magazine 


“One of the best 

Electronic Gaming Monthly 


sm °nth^ictioruntake^thi > fth U ^ OUnt ^ an< * 

ever” ™«e this the best Turrican 


Game Players 


With so much firepower at your fingertips, you're 
expected to win, right? Wrong! Even with super 
beam, smart bombs and power line super weapons at 
your disposal, your enemies will see that you face the 
ultimate in terror! 

Super Turrican™ is one of the finest Action/Adventure 
ames you'll ever see, feel, play or hear! That's right, 
ear! With full-feature Dolby Surround Sound™, if the 
incredible graphics don't toast you, the sound alone is 
enough to turn your brain into a crispy critter. 


Try and survive 13 levels of the most unusual worlds 
ever seen. Over 1000 screens. High-tech weaponry. 
Brilliant special effects, 3-D graphics and exhilarating 
gameplay! 

A warning to the cocky player who thinks he's seen it 
all: here you better expect the unexpected! 

For your Super NES A 

&NES systems. 

Ike 


NINTENDO,® SUPER NINTENDO ENTERTAINMENT SYSTEM,® and the official seel ore the trademarks of Nintendo of America Inc, ©1992 Nintendo of America Inc; ©1993 Seiko Corp.USA 
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SUPER NES PREVIEW 
BY DR. JONES 


200 


200 


This game is hot! It’s just a preview this 
month (so we won’t show you everything), but 
take a look at some of the awesome moves and 
way cool characters. You can choose from 4 
fighters, two similar to Ryu & Ken, a girl and a 
wrestler and each of them are armed with jaw 
breaking techniques. Kotono, the girl, I especial¬ 
ly liked because of her deadly special attacks 
and powerful slashing moves. And after playing 
a few rounds I found that you could perform 
some pretty cool combos. The best part is in the 
final round of each match where they give you an 
instant replay on the final hit of the game. So, if 
you win, you can play it back in slow motion and 
rub the other guys face in the dirt. 

Too cool. With Brawl Brothers 
and now Tuff E 
Nuff ’ Jaleco is 

♦ show ' n 9 a big < 

improvement «T 

over earlier 
f released games. 

Check back next 
f ~ month when Game Fan 
takes Tuff E Nuff through 
basic training and finds out 
how Tuff it is. 
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SUPER NES REVIEW 

BYTALKO 


Recently, one of our competitors reviewed Tecmo Super 
NBA Basketball and gave it less than stellar marks (you know, 
the semi-happy face!). Wrong! 

I don’t know who writes their sports reviews, but I can assure 
you that the spineless, amoebae like geeb has never laced up 
the cons and mixed it up on the hard court. 

Tecmo B’ball is, simply put, the best basketball game I have 
ever played. The game play and technique are flawless and 
the game includes; Instant Replay, NBA teams and players, a 
full season and playoffs with statistics (saved to battery), 
close-ups on dunks, blocked shots and 3-pointers, adjustable 
game times and speeds, and a league leaders stats board that 
tracks the best of the best. 

No matter how you analyze the game; whether it be graph¬ 
ics, sound, game play or statistical accuracy, Tecmo B’ball has 
no peers. From the animation of the players as they poke 
away the ball and go after the steal, to the two-handed, rim¬ 
bending jambs, Super NBA redefines every standard in sports 
video gaming, bringing playability and sheer enjoyment to a 
genre of games that is often times lacking in both. 

Tecmo is to be commended for bringing the intensity and 
playability of professional basketball home to your video 
screen. 250 words are not enough to describe the quality pro¬ 
gramming and design talent that Tecmo Super NBA Basketball 
brings to the parquet floor, so, judge for yourself, go to your 
retailer and take home the ultimate in 16-bit sports gaming 
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SUPER NES REVIEW 

BY E. STORM 


hPrcASH! 

.. 


After viewing this fine theatrical 
Jfr release a few month’s ago and not 
being that impressfed(except for a chance 
to glare at my x-girlfriend Kim)...ya, that£ 
it, me and Kim, we uh..met on a cruise. Ya, 
she couldn’t stay away from me, that’s it...ya...l 
wondered how Ocean would make it into a 
game. 
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What they've done here is create a loose kind of “hang around in a 
level" type of game. I mean, there are enemies to avoid and attack, but at 
certain times, due to the lack of detailBQ instructions, I found myself wan¬ 
dering, and sometimes just standing around waiting for a warp to Vegas. 
Then, after sucking up countl5S«loodles, waiting for the Doc to wise me 
up and help me out. Don't get me wrong, I really like this game. It has 
excellent graphics, killer music^nd once you get used to it, the control 
isn’t bad either. My only problem is the lack of a well defined and laid-out 
goal in the instruction manual. Once I played long enough to figure out 
the mechanics. I zipped through it and found it to be a pretty cool game. 
Especially nice is the lead character in the game who looks incredibly life¬ 
like. I also like th^mechanics, such as the club scene where you must 
throw the switches, buy(and catch) a drink, then maneuver your way, via 
a moving light, to where Holly is on stage. These small games within the 
game helped hold my interest, but, again, it’s all learn by doing. Cool 
World also has some of the best music I've heard on the SNES. 

To briefly summarize, I would(and will) say that, if you’re looking for 
something a little different, and a bit riddling as well, it s well worth your 
time to make the trip to Cool World. 
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action gamers a palnl@@® 
way to get Involved In a strat¬ 
egy game through Its great 
animation, ease of play and 
magical effects. You begin 
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SUPER FAMICOM REVIEW 

BY E. STORM 



©1993 TELENET JAPAN/WOLFTEAM 


Last month, we gave you a preview of Wolfteam’s 
Neugier, it’s only fitting that we follow with a review. 
So, let me see...if you take a little Zelda, add a pinch 
of Y’s then throw in just a dash of Bionic Commando 
and Lagoon, you’ve got Neugier. As I said before, 
this is an excellent title, however, after beating it, 
I will revise my opinion just a bit. 

Viewed as an action title, it is excellent. As an 
RPG, it falls short in the length department. 
When I got the final version, I beat it in just over 3 
hours, which is way too short to be considered role 
playing. So, I’m going to rate Neugier as a very 
long overhead action/platform title and recommend 
it, not for RPG players, but for action gamers. 

Undoubtedly, one of the strongest selling points 
of this game has to be the music. It is unlike any 
I have heard to date on the Super Famicom. You 


should also really appreciate the play mechan¬ 
ics, like jumping on floating platforms, along 
with the use of the grappling hook. Both are 
done extremely well, and it's not just mindless. 
In certain areas, proper alignment of the stones, 
by using the hook, is the only way of escape, 
while dragons are flying overhead. These are the 
things that make Neugier an excellent action title, 
and what RPG elements are thrown in just enhance 
it that much more. 

So, if you're searching for a new week long RPG. 
wait for Legend of Heroes. But, if you’re ready 
for a quality and lengthy action game, Wolfteam's 
got your number. 
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SUPER FAMICOM REVIEW 




'I LIFE)* 


ilPOWERJi 


ilPOWER). 


15 © £r, © (55 © fg r:. r* 

f Oh goody, another fighting game! Now I can bruise my thumbs 
some more, doing half circles on hard plastic! As you can tell, 
I’m not all that into fighting games, which is exactly why I’m 
reviewing this one. 

What’s great about this is not only that it’s a good fighter 
with easily executed moves, but that it’s Dragon Ball Z charac¬ 
ters. Which means; 1) it most likely will never come out over 
here and, 2) it ties in with probably the best cartoon series of 
all time(in the game the voices are done by the actual actors). 
Therefore, this game is a hot commodity, it will, undoubtedly, 
sell-out fast in Japan and quickly become a collector’s item. 

What sets it apart from other fighting games is the ability to 
move extremely far from your opponent(a dividing line is dis¬ 
played). for example, you can throw a fireball from 20 yards, 
taking up to 5 seconds to hit your opponent. You can also lev¬ 
itate at any time and fight in the sky, while your opponent 
is still on the ground. It’s Dragon Ball Z all the way. 

The graphics are excellent, but don’t pack the punch 
of Street Fighter, and some of the backgrounds are 
just o.k.. But fun, originality and good control more 
than make up for these minor flaws. So, whether 
you’re in to fighting games or not, if you can get 
your hands on one, definitely don’t hesitate, It’s 
more than worth the investment. 
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Attention all Gundam fans! The ultimate SD game has arrived. If you thought Last Fighter Twin was 
good, you won’t believe what Banpresto’s got in store for you this time. This new 10M sequel (“Great > 
Battle Three”) looks more like a Capcom or Konami game this time around, with incredible attention to \ 
detail, great special FX, loads of bright colors and great music. Banpresto has beefed up the Gundams <-■ 
big time. They almost look like different characters now. They are more animated, have new special 
attacks, move faster and control better. RX Gundam even has surfing magic this time out. ' 

It’s unreal how much diversity and creativity has been packed in to this cartridge. Every level is new YfA , 


; Ishimori Production • ToeiHsuburaya Production/Sotsu Agency • Sunrise/Banpresto 
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o c ©»• ’ff 5, O O.K., it's another great 
| Konami classic from 
, ^ a P an » and this is the one 

|| - ’0^,^ . I’wc been waitins 
< •*- -'-'v jp for, it’s Twin Bee! 

* ■■■• ^ It’s time to fdljk <4 

experience 

the two coolest little characters "/ 

to ever grace a shooter. These 
guys have got sonje moves; they 
can work together for a twin 
attack, blow-up and explode or go r idBT)Mj! 
in close range and’punch the enemies. §£131 
Of course, all of this is animated and 
drawn extremely well by the excellent pro¬ 
grammers at Konami. Play-wise, Twin Bee is 


an overhead, multi-scrolling shooter with 
diverse and freaky characters, huge end 
meanies and phenom Gradius/Parodius tunes. 

The theme, however, leans more 
toward the comical Parodius than 
a the serious Gradius. So, now 
v ^ / . we’ve got Gradius, Parodius, 
ir Axelay and Twin Bee all out on 

r . theSuper Famicom. The way is 

A another 

*if£?*&* Castlevania 
boys, bring it on! 

By the way, thanks for 
this one, it’s great. 
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Look! It s Rocky Rodent 
Here’s Irems chance to make 
up for Gun Force. This little 
rodent flips around by using 
his mohawk... No kidding! We 
got a chance to play this one 
at the CES and it’s got major 
potential. Check out our 
review next month. 


Irem’s new shooter 


>e 3 is an original effort and is exclusive to the Super Famicom. No Coin-op on 
. Look for more on R-Type 3 in our up coming shooter special 


Here it is, Art 
of Fighting for 
your Super 
Famicom. This 
is an actual 
screen shot. 
Look good? 
But does it 
scale?.. 

Oh yeah! 


Namco’s Battle Cars has rendered back¬ 
grounds, incredibly fast mode 7, and is 
said to be as fun as F-Zeroi sounds good 
doesn’t it? Find oui next month. 


The Long awaited sequel to one of the best RPG’s of ail time Y‘s IV 
is thankfully modeled after the original. But, will Yuzo do the 
music? If so, this could be me RPG we’ve all been wafting for. A 
Mega CD version is also in the works. I can’t wait to compare. 


Acclaim’s sequel to Wrestlemania, 
Wrestiemania 2 is 16 meg and now has 
the added feaftrr? of “The Royal 
Rumble”. Just think, aMLthat action and 
you don’t have to pay f« pay per view. 


Capcom’s 
sequel to the 
one that star; 
ed it all, Fina 
Fight 2, has 
been beefed 
up to 10 meg 
and guess 
where you’ll 
see it next | 
month?! 


Sega’s Cotton has been 
getting a lot of attention 
lately, as it should. This is 
a great shooter that the 
Super Famicom will make 
even better. Look for a 
review very soon. 
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PROFESSIONAL SERVICE ... FOR TODAY’S COMPtimvt MAKKtl 


CALL: (213) 630-8880 


FAX: (213) 621-2177 
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TOYS (SUPER NINTENDO) 

ACCOLADE INC 


ASCIIWARE 
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Its been so long since those great Turbo days of Y’s and Dungeon Explorer. At that 
time, I became totally addicted to both of those games. But, after t 
Genesis and Neo-Geo, I didn’t know if this long awaited sequel, would 

have that same effect on 
. ——- me, even though I really 

T j liked part one. 


ACTION/RPG 
1-5 PLAYER 












ri’A\umrmiw* 


fcli 


But, after sitting through an 
excellent demo sequence and 
then hearing that great sound¬ 
track, now completely arranged, 
that old feeling came back. I 
played on for 12 hours before 
taking my first break. 

Dungeon Explorer 2 is, as it 
should be, more of part one, with 
higher res, more and better 
drawn enemies, a much longer 
quest, intermissions, and of 
course, a killer soundtrack. 

Oh, ya, did I mention it’s up to 
5 players simultaneous? It may 































get a little chaotic, but you 
can all play at once with little 
to no flicker or slow down. Of 
course, you’ll most likely want 
to go it on your own. So, use 
the fighter, he’s a well round¬ 
ed character and seems to 
have a much better chance of 
survival in the later levels. 

If you’re not familiar with 
Dungeon Explorer 2, here’s a 
basic overview. DE2 consists 
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mainly of 3 parts, town, overworld and 
dungeon. Talk and listen in town for hints 
and direction. Then fight through the over¬ 
world to the many dungeons and journey 
through huge underground caverns, warp¬ 
ing, fighting and exploring to reach the 
guardian, defeat him and collect the jew- 


Tmngwn -' 4 


REMEMBER ME... ? 

















































els, similar to, but not 
exactly like Zelda. DE2, 
while not as puzzling as 
other RPG’s, is heavier on 
action, which is just fine, 
since that is what this 
game does the best. I 
guess what really draws 
me to it in the end is the 
closed in feeling I get after 
a few hours. DE 2 has a 
way of dialing you in that’s 
hard to find in many of 
today’s games. 

For me, this final journey 
marks the end of an era. I 
now await the dawn of 
NEC’s 32-bit machine, only 
then will I explore these 
dungeons again. 
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But, it’s a nice 
effect and makes jr* 
the game totally 
different than the 
others. Try getting 
one Bonk big and the other 
micro...head rides! As far 
as play mechanics and the 
basic layout, all else 
remains the same. How¬ 
ever, Bonk 3 does offer 
Bonk fans enough new 
stuff to make it worth the 
dough. Now, give us one 
on CD! Or, better yet, 
32 -bit, only then will I Bonk 




















































































,f you've been waiting for another 
Sr^SHHB n^ ^ game like Prince of Persia, your 

wait is now over. Fiend Hunter kind 
°f mixes Earnest Evans and the old 
prince in a much more involved and 
b oss fined quest. You get all the 
jjJIPp • - : r Spa usual CD stuff here, nice animation 

sequences an arranged soundtrack 
BpSBBpII and a long game. 

The control in Fiend Hunter is 
good but takes quite a while to mas- 
and your timing must be perfect. What sets this title apart from 
^•O.P is the use of many power ups and special items and the many 
bosses found in each stage, other than that it’s almost identical. So 
if Prince of Persia left you wanting more than here it is. Otherwise 
you might want to pass. This one takes some getting used to. 
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SUPER CD PREVIEW 
BY YOSHI 
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Here we go again, yes, it’s another game of 
Double Dragon. How in the heck does this basic 
little fighting game warrant so many sequels?...it’s 
old! And, it’s not that much fun anymore. I’ve done it on NES, 
SNES, Master, Mega Drive, Genesis and Game Gear...STOP! 

Let the movie come out, go quickly to video than rest in peace. 
O.K., here’s the review. This DD is the same as all of the other 
DD’s, except for some o.k. CD tunes and the usual CD intermis¬ 
sions, which, as usual, lack any excitement value at all. 

There’s no scrolls, no new moves and, of course, the two worn 
out bros. still look extremely 8-bit. So, hey, now’s your chance to 
save some money for Dungeon Explorer. Pass on this one all the 
way, and pray they don’t bring it out over here. By, by Billy... 
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v Being a fan 
of the origi¬ 
nal I was ecstatic to see how 
much SNK improved part 2. 
They finally realized the impor¬ 
tance of being able to perform 
combos. Boy, can you do com¬ 
bos. IVIy two favorite charac- 
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srs are Terry Bogard and Big Bear. I know Big Bear looks 
iig and awkward, but his size and strength shouldn’t be 
inderestimated. If he gets in close on you and grabs you, 
>e prepared for a world of hurt. His signature clothesline 
ind bear hug will make you rethink your strategy. 

‘he first thing I noticed while playing was the precise con- 
rol you have with the characters, for a fighting game con- 
rol is a very important element. I also like the full use of 
he buttons. Having a weak and 

itrong for punches & kicks is 'V} ; 

jreat. (Finally, a use for the D 

>utton). You’ll have to master C 

rour character in order to out 

smart your challengers and the 

somputer doesn’t play fair at 

ill. Each opponent has a differ- 

mt style of fighting so you’ll 

leed to adjust yourself. The 

ast four bosses are strong and 

jowerful, and sometimes stick- 

ng to the basics will leave you 

victorious. To help you out, we 

show you how each move is __ ( 

axecuted for all the characters. t 

We’ve even gone a step further __ § w 

and figured out all the “Fatal ^ 

Moves”. So now you can do ' 

riore than beat someone, but - T 

lumiliate and destroy the other 

guy! Hey, isn’t that what its all '&&&< *-r. ' • 

about!? Well, in SNK’s quest ^ 

for the ultimate fighting game f '* • Tfojj 

Fatal Fury 2 should leave them ^ j „ 

satisfied for a while. That is 
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SNK has done it again, 
created another sports game! 
Yippee! Yeah! What’s next, 
another fighting game? What 
happened to Chrystalis, 
Magician Lord 2, maybe even a 
1st person driving game, or 
something different, maybe 
original? Bigger, Badder, Duller! 

Don’t get me wrong, 
J^ppr Sidekicks is probably the 
a fft soccer game I’ve ever 
"played. The game has great 
control, and the ^piation of 
the characters is: sdperb. I was 
happy to see that they enlarged 
the field. Unlike Soccer Brawl; 
they use a multitude of screens 
that add to the realism of the 
game. Because of the size of 
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the field, the sprite size of the characters was just right. It enables 
you to see ail the fancy footwork going on such as; Overheads, 
tackling, sliding, and headbutts. The fun factor was there as well, 
Talko and I kicked this game around for hours, of course I 
was victorious! Also be sure to check out the shoot-out 
stage (you can only get there if the game ends in a tie), 
great first person! Overall Super Sidekicks is an excel¬ 
lent game, but hey... It’s only soccer. I need something 
different to feed my Neo Geo. 
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/as a relatively new system, a 
d up called Atomic Robo Kid. 
^n^^yffeaflyl^wbat'lt] 

e shooters you will ever play, 
•aryjut I’ll try. First of all, you j 


has tons of personality. 

bosses that you have ever seen, all th 
■right weapon to properly execute the r 
uatiohs thaf you will find yourself in. 

ARK is also-filled with bright color 
varying landscapes and one of the 
end bosses of all time. Anyway, if you’ve never 
played it, what’ve you got to lose? You can prob¬ 
ably pick up a used copy somewhere or find it 


illy and hi 


it, dig a'h. 
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ge 24, Street Fighter 2 Champion Edition is on it’s way to the Genesis. While at the Sega/Capcom press conference where they announced this great 
arriage. the Enquirer got to play a nearly completed version and said it was almost perfect. The moves were super easy with the new 6 button con¬ 
fer and except for a slight loss of sound quality it felt perfect. Now we can’t wait for June. But perhaps the best news of all is the fact that Capcom 
now an official 3rd party licensee. That means that Mega Man, Ghouls & Ghosts, and other Capcom originals may finally make their way onto one of 
e many Sega formats, programmed by the masters, not re-programmed goo like Mercs. No Second title has officially been announced but our guess 
that it will be Mega Man (He and Sonic were plastered on everything but the bathroom door). So now Sega has Konami and Capcom and a CD and 
ion Virtual Reality. I think it’s time for Nintendo to make a move. .. Don't you? Here’s another reason for Sega user’s to celebrate. Virgin games 
Dng with Sega and Disney have started development on a 16 meg version of Aladdin. Heading up the programming is the incredible David Perry, (the 
ogrammer of Spot and Global Gladiators) can you imagine what he can do with 16 meg and the Disney animators? Virgin’s other Sega projects 
elude Jungle Book, Chuck Rock 2 (Son of Chuck), Spot CD, RobocopHerminator, Terminator CD, and the incredible Dino Blades CD which features 
:tual cartoon characters interacting on a video game background for the first time. This one will blow you away. .. You II see! Another new 
inouncement comes from Absolute who is beginning development on a 16 meg Goofy game. But the best news I ve heard in a long time is the offi- 
al word from Konami that Castlevania Bloodlines (working title) will be available for the Genesis 4th qtr., this year! And wait till you see Konami’s 
acket Knight Adventures in our next issue, it’s awesome! And as for Sega themselves, look for a new Road Runner action game, Sonic 3 (rumored to 
;e the new DSP), and Real Fighters, the only game that may give Street Fighter 2 a run for it’s money. There are also some new Sega CD’s in the 
orks that we can not yet discuss, but prepare yourselves, you have no idea what this system can do. . . Believe me. 

dw for some Japan news, our international editor Mr. Kuboki is off to cover the big CSG show in Japan which we will bring you in depth next issue, 
it the good news is while he's there he'll be dropping by GameArts to bring us the official scoop on Silpheed (which has to be seen to be believed). 
ameArts has invited us to report on the game’s progress and clear up the rumors throughout the U.S. press. They we’re quite upset when they dis- 
jvered certain publications have been calling Silpheed a Sega product, ‘iilpheed will most likely end up here under the Sega license, but no deal has 
;t been made. Other companies we will visit include: Sega of Japan. Nintendo of Japan, Capcom, JVC, Telenet, Gau, Sonic Team, Climax, SNK, Micro 
abin, and of course Konami. So stay tuned for some serious information and interviews galore. 
low here’s that other guy with some Nintendo news.. . 

The second SFX game, Super Hero Racing (working title), is well under way, and we hear that it is absolutely amazing. Look for it to be 3 to 4 times 
etter than StarFox! And then there’s project’s “A” and “C” (Shhhhhhh.) Nintendo’s other 2 SFX games. Strictly off the record one may be a new RPG 
id the other a sports title. Other new games in development include: Super Mega Man, R-Type 3, Ninja Gaiden I' , and a new Konami game that is 
»ry close to completion, called “Dragon’s Magic”. Hopefully we'll get a look at this new Konami title at the up-coming CSG. As for Mega Man and the 
thers. look for those to appear at the up-coming June CES in Chicago. 

know a lot of you are either counting on or wondering about the supposed Nintendo CD, so here’s the deal. Many recent articles in the Japanese 
ress say that Nintendo is not really concentrating on a CD right now. Instead they are looking to the SFX chip. Their view is that with a system so new 
ind affordable) along with the adition of the SFX chip, why release a high priced CD? I’m sure they are also waiting to get a look at 3DO before they 
lake the leap to CD. To this date there are no certain specs on the Nintendo CD. Anyway, popular opinion among industry insiders say don’t look for 
CD until some time in ‘94. Look at it this way, if StarFox is just a very small sampling of SFX technology, just think of what the future will bring, and 
lere’s no new hardware to buy. Remember, Nintendo is very, very, market wise. 

or those of you anxiously awaiting the 3DO, here’s some real good news. Don t worry that you re new system may not have software support. Here s 
ome of the over 150 licensees: Namco, Ocean, Park Place, Pony Canyon, Psygnosis, Sierra, Sillicon and synapse inc., Spectrum Holobyte, Telenet 
apan, Victor Musical Industries, Virgin, Absolute, Activision, Argonaut (makers of StarFox), Bignet, Coconuts Japan, Core, Dynamix, EA, Electro 
Irain, Interplay, Malibu Interactive, Micro Cabin, and Microprose. I think we can rest assured that our new 3DO’s will have plenty of awesome new 
iames when it comes out this Fall. Game Fan will be starting a dedicated 3DO section very soon. 
n other news... 

In a recent conversation. Atari told us that they're new Jaguar would not be present at the June CES. However there will be an official launch at a 
iress conference scheduled for this Fall. Also, the Jag will feature an AV out allowing you to play Lynx games on your big screen. .. Seeing is believ- 
ig. And finally, NEC’s new 32 bit system will be ready to go this holiday season in Japan, along with 3 games, an RPG, a shooter, and an action title. If 
ill goes well, we will be bringing you screen shots very soon. Well that’s it for now. see you next month in Other Stuff. 
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Taito’s first shooter for the 
Mega LD looks Hot! in fact 
these shots compare to 
Namco’s mighty arcade mon¬ 
ster Galaxian 3 (pictured 
below). Let’s see, Galaxian 
will run you about $1,000,000 
bucks and a Mega LO will get 
you for about $800. I know 
which one I’ll be buying. 


Who ever 
designed 
these SF2 toys 
has obviously 
never seem the 
game. Maybe 
this is the dri¬ 
ving garnet 


a deal!), 

and may come with a 6 button controller. 
Even though the hardware is the same in 
both units, this one looks much cooler (and 
it’s $100 bucks cheaper). Good move Sega! 


Meet Marty, the new 32 bit FM Towns Home system. 
Now that Marty’s around, the Towns will get some seri¬ 
ous games. Stay tuned for our new Marty section start 
ing next month featuring “Death Blade”. 


Hey, rem e-mbe- 
me? I’ve been wait¬ 
ing for these Gaum 
Fan Dweebs to ge- 
their hands on i 
cool new machine 
so they can make 
my hand held 
games look as gooc 
as all the Other Stun 
In the magazine. 
Sorry but these 
guys won’t settle for 
less, 1 promise to 
make tt good! 


Tsis!! Now 

5 t " that 
^ Namco 

has signed 
with 300, 
games like Galaxian 3 
and Starblade Don't seem 
I to far out of reach. 


© 1993 3DO *£) 1991 , 1992 Namco of Japan • © 1993 Taito • © 1993 Fujitsu • ©'1993 Cape 
















i s, you can bei^ttfl ^tfTusic and 
|g^Q^^t98!fl!!fnarnpion Edition 
EngIne*5WW’Oii siSle this June 
in Japan. Expect to pay about 
1 20 bucks for the game 
, along with a 6 button 
W controller. . . Hey, they 
got my money! 




Sega, Do you take Capcom to 
make you a ton of dough on 
Street Fighter 2... “We do”. 
And Capcom, do you promise 
to make SF2, Mega Man, and 
Ghouls & Ghosts with no flick¬ 
er or slow down... “We do.” 
Congratulations, I now pro¬ 
nounce Sega a Contender 


“Hey man, I’m gonna work 
your fat butt”, said Honda to 
Honda. Causing a ground trem¬ 
bling sumo attack to break out 
(the fat guy won. Hey, It’s 
character vs character!) 


Everyone on our staff worked 
Sonic at Street Fighter 2. It 
looks like he’s gained some 
weight since Sonic 2. Better 
trim down Sonic or you’ll 
never fit on that CD. 
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Actual screen shots from the PC Engine version. ^ 





105 


1991 , 1992 , 




























Top Came Honors F rom 

OMNI 

COMPUTE 

Computer Gaming ^ oriel 
Games Magazine 
Game Players Magazine* 


Unretouched Super Nintendo Wing Commander Screens 


mission Briefing, 

Engo Systen, Ob.QD hours, 2b5M.H0. 


Filled uith pride, you ncet the applause of 
your fcllous. 


It's like you're the star in a de 
space action-adventure movie 


Vi inginates like "Spirit" cover your Trounee the Kilrathi and be a her 
tail as you fight the tiger-like Kilrathi Lose and attend your own funeral 


Nothing else will have 
prepared you for the look 
and feel of Wing Commander 
on your Super NES. 

Here's why! 


Wing Cotmnander has 
incredible 3-D action, full¬ 
screen explosions, 33 super 
stereo soundtracks and CD 
game quality. But it plays 
on your Super Nintendo. 


WING COMMANDER is a registered trademark of ORIGIN Syste 
lnc.©l 990 • 1992 ORIGIN Systems Inc. © 1992 MINDSCAPE I 
All Rights Reserved. Licensed by MINDSCAPE, Inc., A Softwar 
Toolworks Company. MINDSCAPE and its logo are registered 
trademarks of MINDSCAPE Inc. Super Nintendo Entertainment 
System is a registered Trademark of NINTENDO OF AMERICA, 


Wing Commander is the 
most extremely cool, 3-D 
Space Combat Simulator 
with more than 40 separate 
deep space missions that 
progress to near suicide 
dogfighting with the tiger-like 
Kilrathi. It's like an action- 
adventure movie - and you're 
the star! 



MINDSCAPE 


Are you up for the challenge? 
This award-winning megahit is 
now available for the Super 
NES. Kick some Kilrathi butt 
with Wing Commander. 



The 3-D Space Combat Simulator 
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Hey you! I’m the Postmeister here to answer all your questions, no matter what you want to ask me, ask! 
I’ve got the answer! So write me a letter or i’ll come to your house and steal your mail... cuz I’m CrAzY!! 


Dear Postmeister, 

I’m a die hard SNES gamer and I 
love your magazine. However, why 
are you people favoring Sega so 
much? Is it because Wolfteam, a 
devoted Sega licensee, is working 
with you? All of your covers and 
reviews also favor Sega to Nintendo. 
Once the big “N’”s CD-ROM hits the 
market Sega will bite the dust, hard. 
If you print this letter, and show why 
your mag is top notch, you’ll have 
my respect. 

Sushi-X 
Parts Unknown 

Dear Sushi-X(THE Sushi-X, we don’t know), 
First of all, we are not “working with” 
Wolfteam. They have simply cho¬ 
sen us to show their games first in the 
U.S. We have many friends in Japan, 
who we work with closely. Secondly, 
we do not favor Sega, if$ just that, 
right now, they are on^ role. Also, 
they have been mu<yve%ier to work 
with, getting revie^Hitffials, etc. 
Actually, many of our staff favor 
Nintendo. It’s just that, lately, the 
big titles hav6 been too few and far 
between. Where’s Metroid, Mega Man 
and Ninja G^iden IV, to name just a 
few that should be out by now? As 
far as SNES CD, don’t hold your 
breath. Nintendo is going to get some 
mileage out of their SFX chip, for now. 
So, don’t look for the CD until ‘94. 
There are still no official spec’s for the 
system. As far as Sega biting the dust, 

I don’t think so. Sega could drop a 
32-bit system in you lap tomorrow, 
but, why should they? They haven’t 
even nicked the surface of what the 
CD can do and things are going just 
fine. When it’s time to answer, Sega 
will. So, do I have your respect now? 


Dear Postmeister, 

We are two guys from Germany, 
always craving for the latest stuff 
in entertainment. And, guess 
what...that’s why we tuned in to 
your next generation magazine. 
Reliable information, games rated 
in comparison, killer art work by 
Mr. Wolfinger and much more. 
Best of all, it seems you won’t stop 
at the top. Awesome! We also 
have a few questions for you. 
Number one, is there any chance 
that great RPG’s like 3x3 Eyes or 
Dark Wizard will be released on the 
mighty Sega CD? Number two, 
will Cosmic Fantasy 3, 
Dragonslayer 2 or Far East of Eden 
2 make an appearance on the 
Turbo Duo? Number three, what 
type of games are Fhey Area and 
Aisle Lord from Wolfteam and are 
they planning to release them in 
the U.S.? That’s all for now and 
we hope to hear from you soon. 
Keep on innovating 

Christian and Michael Presl 
Hohenroth, Germany 

Dear two guys from Germany, 

Hey! Game fan is coming to 
Europe! Spread the word, I hear 
you guys are total gamers over 
there. I think it’s awesome. 
Answer number one; Dark Wizard 
will be coming out for the Sega CD 
but, as for 3 x 3 Eyes, well, that 
particular RPG is about a girl who 
is possessed , causing her to form 
a third eye which brings her power. 

I don’t think there’s too many 
American companies willing to 
^ke the risk on this one. However, 
we will review 3x3 Eyes in depth 
next month. Answer number two; 


Cosmic fantasy 3 , yes 

Dragonslayer 2, most likely am 
Far East of Eden 2, very doubtfu 
Answer number three; Fhey Are; 
and Aisle Lord are both awesorm 
role playing games, even thougl 
they don’t use the full capabilities 
of the CD, they are both extreme!' 
engulfing. We’re trying to talk sev 
eral third party companies int< 
releasing either one of them 
Sooner or later we are going ti 
wake people up and get som< 
RPG’s released. Thanks for th< 
letter, say Hi to Colonel Klink fo 
me. 

Dear Postmeister, 

At last, my ever lasting ques 
for a good magazine has come t< 
an end. Game fan is the best mag 
azine in the world. Believe me 
have read French, Italian, Englisl 
and Swedish magazines and nom 
of them feature the Neo-Geo like 
you do. Without your magazine, 
would have sold my Neo-Geo 
Now, some questions about the 
Neo-Geo. Is the Neo-Geo capable 
of doing Mode 7? How many min 
utes of speech can be put into e 
Geo cart...SNES cart? I’ve hearc 
that the SFX chip will make i 
faster than the Geo, is that true' 
Do you have some more info or 
Chrystalis, is it going to be like 
Zelda III? Do you have any pic¬ 
tures of the Neo-Geo CD? 

Rodrigo Inostroza 
Stockholm, Sweden 
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?ar Rodrigo, 

Whoa slow down there, you're 
aking me dizzy! Hey, thanks for 
e plug, we work our butts off, 
id it’s nice to hear. The Neo-Geo 
capable of hardware scaling so 
ley don’t need Mode 7. Speech is 
ily limited by cart size(it eats up 
lot of megs), so it’s up to the 
ame companies on how much 
ley will use. The SFX chip, while 
Ding many things well(including 
:aling, rotation and texture map- 
ng of polygons) will not re-write 
le spec’s for the system. All 
iformation is still fed through the 
5-bit bus, so the improvements 
re not related to system perfor- 
lance as much as object manipu- 
tion. As far as Chrystalis is con- 
erned, unfortunately, SNK has 
imped on the fighting game band- 
agon and is ignoring everything 
lse(unless your into soccer); 
engoku 2, Magician Lord 2 and 
hrystalis have all been delayed. 

I ho’s running the show over 
lere? Finally, Sony and SNK 
an't see eye to eye so, for now, 
le CD is up in the air. I urge all 
eo-Geo owners to write SNK and 
emand RPG’s and other types of 
ames. We paid big dough for 
leir system, they owe us! 

lear Postmeister, 

I would like to complain to 
lintendo for the way they heavily 
ensor their games. Why don't 
ou print ,in your next issue, an 
ddress to which we can write and 
omplain to them. If enough peo- 
ile write to them, they have to 
hange. It’s not too late, we can 
till save Mortal Kombat. Print 
Nintendo's address, nice and 
arge, so all your readers can send 
n their thoughts. 

/latthew Martin 
Soodlttsville, TN 

)ear Postmeister, 

Now that Mortal Kombat will be 
coming to the Super Nintendo, will 
he blood and violence that made 
he game so popular be kept in, or 
vill we, yet again, be censored by 


the conservative Nintendo of 
America and watch dog citizen 
groups who constantly dictate 
what we as gamers should and 
shouldn’t play? I am 21 years old. 
If I want to purchase a game that 
has this kind of content(l believe it 
is the only thing that made Mortal 
Kombat so popular), I should be 
able to. Sometimes I think people 
forget we live in America, where 
we, as citizens, have rights. I hope 
I don’t have to buy the Sega CD to 
play the game I want to play 
because Nintendo decided to 
change the content of it. I urge all 
gamers, young and old alike, to 
write NOA and urge them to 
change their conservative stance 
to more of a liberal one, like 
Sega’s. Wouldn’t gamers like to 
see Splatterhouse on the SNES? 
Well, you won’t until Nintendo 
rethinks it’s policy. One last ques¬ 
tion, if Nintendo does censor MK 
in America, will the Japanese MK 
keep it in? I won’t pay seventy 
bucks if they censor the game. 

Robert Dagg 
Dearborn, Ml 

Dear Robert and Matthew, 

You're not alone. We received a 
ton of letters this month just like 
yours, which is why we address cen¬ 
sorship in this month's editorial. I 
printed yours because you make a 
good point. You can write to 
Nintendo, or any third party compa¬ 
ny for that matter. If enough people 
do and Nintendo actually thinks it 
will lose revenue, then you may, 
indeed, see a change. To help out, 
we will contact our representatives 
at Nintendo and Acclaim to voice 
your concerns. You know, we spoke 
with the programmer of Mortal 
Kombat at CES and, if it makes you 
feel any better, he wants the death 
moves in, too. To answer your last 
question, since MK is being pro¬ 
grammed here, the Japanese version 
will not have the goo either, Sory 
Rob, you may have to buy that 
Sega CD. 

Nintendo of America Inc. 

Po Box:957 Redmond, WA 98073-0957 


Dear Postmeister, 

Me and my friends made a bet 
about who could find info about 
Street Fighter III. One friend chose 
to wait it out for..., another chose - 
..., Though he’s gotten lots of info 
that he didn’t need and lots of 
advertisements, He is also still 
waiting. Another friend chose ..&.., 
then, last month, shwing, the first 
info on SF3 came from your mag. 
Thanks a lot. I thought about 
sending you half of what I won, but 
decided I’d save up to subscribe. 
Can you keep us posted on the 
street fighting front? Thanks. 

Dances with Cousin 

Dear DWC, 

Congratulations on winning 
your bet. I hope you bet on who 
would have the first SF2 Champion 
coverage on the Genesis. That 
one shot in you-know-where is not 
of the Genesis version. As for 
SF3, here’s just a little more. At 
the intro, Bison is standing there 
and Shadow Lu comes out and 
kills him. We also know that 
Shadow Lu has horns. We’ll bring 
you every detail we can in upcom¬ 
ing issues. 

‘Nuff said. 


PoSMtUQisR 



U.S. OR IMPORT, THERE’S ONLY ONE CALL TO MAKE 











LEADING THE WAY IN THE MAIL ORDER VIDEO GAME MARKE1 



RIOT ZONE 
LORDS OF THUNDER 
DUNGEON EXP 2 
BONK 3 

BOMBERMAN ‘93 
BEYOND SHADOWGATE (TBA 


APRIL-MAY 
BRAWL BROTHERS 
FATAL FURY 
CYBERNATOR 
UTOPIA 
VIKINGS 
DREAM PROBE 
TAZ-MANIA 
DUNGEON MASTER 
YOSHI’S COOKIE 
SHADOW RUN 
SPELLCRAFT 
MVP FOOTBALL 
MECH WARRIOR 
SUPER TURRICAN 
KAWASAKI CHALL. 

T2JUDGEMENT 
ALIEN 3 

SPR HIGH IMPACT 
ROCKY & POCKY 
BATTLETOADS 
WOLFCHILD 
SLAPSHOT 
ALIEN VS. PREDATOR 
HUGE SELECTION OF SNES 
TITLES! ALWAYS IN STOCK 


APRIL-MAY 
RADICAL RACING 
AEROBIZ 
RBI ‘93 
WOLFCHILD 
COOL SPOT 
SHINING FORCE 
OUT OF THIS WORLD 
T2 JUDGEMENT DAY 
RACE DRIVIN’ 
WAYNE’S WORLD 
FLASHBACK 
HUMANS 

ELEMENTAL MASTER 


DRAGON BALL Z (SF) 


APRIL-MAY 
BATMAN RETURNS 
TERMINATOR 
FINAL FIGHT 
MONTANA NFL 
JAGUAR XJ-220 
DRACULA 
DOLPHIN 
DARK WIZARD 
COOL SPOT 
DUNGEON MASTER CD 
COMING IN JUNE 


JAGUAR XJ 220 (SCO) 


FINAL FIGHT 2 


FATAL FURY 2 
SPR. SD. KIKS. 
VIEWPOINT 
3 COUNT BOU' 
MAG. LRD. 2 
WRLD. HROS. ; 
CALL FOR DATES 
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EX-LANZA (MD) FINAL FIGHT (MCD) SILPHEED (MCD) 


DEAD DANCE (SF) 







FOR FAST OVERNIGHT DELIVERY CALL 

818 - 774-2000 

FOR INFORMATION, TIPS, ETC. PLEASE CALL 

818 - 883-6243 

if you’re in the area visit the new Die Hard Super Store at 

18612 VENTURA BLVD., TARZANA, CA 01356 

WE ACCEPT VISA AND MASIEHCARD • WE SHIP FED-EX OVERNIGHT OR OPS 

(FREE GROUND SHIPPING OVER $100 INSIDE THE U.S.) 


w 


PRIL-MAY 
NNETTE AGAIN 
EVASTATOR 
NAL FIGHT 
LUSION CITY 
RCUS 123 
X 3 EYES 
INJA WARRIORS 
IGHT STRIKER 
OMING SOON: 
ILPHEED 
REBOOK EARLY! 


APRIL-MAY 
ULTRAMAN 
EX-LANZA 
DOREMON 
J-LEAGUE SOCCER 
(4 PLAYER) 
GAUNTLET 
(4 PLAYER) 
SPLATTERHOUSE 3 
\N STOCK NOW 


APRIL-MAY 
FIEND HUNTER (SCD) 
DUNGEON EXPLORER (SCD) 
MONSTER MAKER (SCD) 

IN STOCK NOW 
HORROR STORY 
DOUBLE DRAGON 
STREET FIGHTER II 
(20 MEG) AVAILABLE JUNE 


BATMAN (SF) 
ON SALE NOW 


IN STOCK NOW 
LAST FIGHTER TWIN 
TWIN BEE 

DRAGON BALL Z 10NI 
NIGEL MANSELL FI GP2 
BLUES BROTHERS 
APRIL-MAY 

BREATH OF FIRE (CAPCOM 12 MEG) 
NEUGIER 

BOMBERMAN ‘93 (4 PLAYER) 

IKARI WARRIORS 
DEAD DANCE 

FINAL FIGHT 2 (COMING IN MAY) 


STREET FIGHTER II CHAMPION EDI¬ 
TION HITS THE GENESIS (16 MEG) AND 
THE PC ENGINE (20 MEG) THIS JUNE, 
SO GET IN YOUR PREBOOKS EARLY! 
















AN» WATCH US CHASS THE COMPETITION BACH 

TO WHERE THEY CAME FROM 



Spriggan Str. 

GradiiTs 2' Str. 

Sim Earth Sim.. 

Riot Zone Act, 

Dungeo* E*ploj*er2 Art, RW 


Konami 

tortson 


• Exclusive news and 
information from around 
the world. 

• Honest reviews by gamers 
that specialize in that type 
of game. 

• Higher quality paper. 

• High Res Screen Shots. 

• Awesome original artwork. 

• Exclusive interviews. 


ONLY 


IT’S EASY! 


Just fill out the Subscription form 
(or make your own) 
and send it in! 


• More info on the games 
you want to see most. 

• Monthly readers’ Top Ten. 

• More Sega, Super CD and 
Neo Geo! 

• Exclusives from Japan you 
won’t see anywhere else! 


• Coverage on the RPG’s th 
other guys never show! 

• Expanded coverage on all 
the new systems and cut¬ 
ting edge technology. 

• Monthly tips and codes yc 
won’t find anywhere else! 

• And much, much more! 


Back issue’s! 


Available for a limited time for just: 

While supplies last 


OR CAL 


( 818 ) 883-616 


GENESIS 


SEGA 


Iff J 

CD 


Cool Spot 

Waynes World 
Stricter 2 


Road Riot 


Race Driving 


Speed Way Pro CMng Drv. 
Chi Chi Pro'Chfog Drv. 

% '\ v 

I.FJ a 


Woffchild 


Sega. 

THQ 

US Geld 
Sony 
Tertgen 
Renovation 
9|pgin 
JVC 


Final Fight CD Act. 

. Loojjphin CD Rpg. 


Syvafen • N 

Shadow Run 
Speteraft 


Terminator CD let. 
Joe Montana S»t. 
Out ot this Wortd Act. 

SUPER 


First Saimral Act. 


NES 


Dungeon Mastar Rpg. 
Syvaian Act 


Yoshfs Cookie Pzl. 


JVC 

JVC 

Nintendo 


Battle Blaze 
Meeh Warrior 
Soper Turwcan 
72 Judgement Day 
Soper Higfc Impact 
Woff mte 
Pocky & Rocky i 


Pigskin Ftfefl Citing Spt. 


k 

fiRtendo 
Data East 
Ascii 
Kfcmco 
AM Sammy 
Activision 
Serka 
im 

Acclaim 

Virgin 

Natsume 

m 


3 count Bout 
Sengoku 2 


12 Issues of Game Fan for just $24.99, 
thal's 12 action packed issues. You save 
over45%off the cover price. 


[ AS YOU KNOW, AMERICAN RELEASE DATES CHANGE FRE 
QUENTLY. THIS IS THE LATEST SCHEDULE AVAILABLE 
DIRECT FROM THE COMPANIES REPRESENTED. WE WILL 
INFORM YOU OF ANY CHANGES. 


Name 


Phone 


Address. 
City_ 


READERS’ SURVEY 
MOST WANTED/TOP TEN 


State 


Name 


□ VISA Master Card □ 

Send Checks or Money orders to: Die Hard Game Fan P.O. Box 300848 Escondido, CA 92030 

Credit Card#_ 


Address 
i City 
i Age. 


State 


Expiration Date. 
Signature_ 


i System(s) owned 


How many games do you buy per year? 


Or Call 1-818-883-6217 For Phone Orders 

Make Check or Money Orders Payable to Die Hard Game Fan. Canada & Mexico add $10.00 
All other foreign add $20.00. Allow 6-8 weeks for your first issue. 

California residence add 8 1/4% sales tax q-| _Qg 


What type of game do you prefer? 


Please write on a separate sheet what your most 
wanted/top ten games are. 0 i-o 































3 TIMES THE SUSPENSE... ON NES 


3 TIMES THE DANGER... ON GAME BOY 





The Xenomdrph are fast, spit acid and are right behind YOU! The motion 
tracker is your oniy, warning. No time to think, no time to catch you breath...RUN! 

Can't see very faf^abead in these air ducts. Hard to breath. Blast life-sucking 
face-huggers with yodrjjulse rifle and exterminate deadly Aliens with your 

4 A V- flame thrower and grenade launcher! 

ALSO AVAILABLE ON y Just keep telling yourself,.’^ 

SEGA GENESIS”AND "this isn't, really happening... 

GAME GEAR -! ** on |y a game “ 


>*o« nT 


rnnf 


Destroy all the eggs, 
but beware of deadly 
face-huggers! 


Exterminate deadly 
Aliens with your 
flame thrower! 


Alien3 TM & 1993 Twentieth Century Fox Film Corporation. All rights reserved. Nintendo, Nintendo Entertainment System, Game Boy and the official seals are 

trademarks of Nintendo of America Inc. LJN is a registered trademark of LJN, Ltd. < c > 1993 LJN, Ltd. All rights reserved. 
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NO PURCHASE NECESSARY TO ENTER OR CLAIM A PRIZE 
Not sponsored by Nintendo®. 

1. HOW TO ENTER: (1) Be sure to answer the questions about SHADOWRUN. The answers to the 
questions can be found by playing the SHADOWRUN game, or by sending a self-addressed, stamped 
envelope to: SHADOWRUN Game Answers, P.O. Box 656, Sayreville, NJ 08871-0656. Requests must I 
received by September 15,1993. 

(2) Completely fill out the official entry blank (print only) and mail it to: "SHADOWRUN” Sweepstakes, 
P.O. Box 8185 Grand Rapids, MN 55745-8185. All entries must be received by Nov.1,1993. 
Mechanically reproduced entries not eligible. Not responsible for printing errors, or for mutilated, late, 
lost, postage due or misdirected mail. Only one entry per person. All entries become the property of 
Data East and will not be returned. 

ALTERNATE MEANS OF ENTRY: To obtain an official entry blank, rules, questions and answers, withoir 
purchasing the game, send a self-addressed, stamped envelope to SHADOWRUN ENTRY, P.O. Box 656. 
Sayreville, NJ 08871-0656. All requests must be received by October 1,1993. Residents of VT & WA 
need not include return postage. 

2. JUDGING: Winners will be selected on or about November 15,1993 in a random drawing from all 
entries received with the correct answers by Marden-Kane, Inc. an independent judging organization wh 
reserves the exclusive right to interpret all conditions in regard to this promotion without claim for 
damage or recourse of any kind. By participating in the sweepstakes, entrants agree to be bound by the 
rules and the decision of the judges which shall be final. All prizes will be awarded. Odds of winning 
depend upon the number of correct entries received. Only one prize per person, family, organization or 
household. 

3. NOTIFICATION: Winners will be notified by mail by November 16,1993 and Grand Prize winner will 
be required to sign an Affidavit of Eligibility and Publicity/Liability Release which must be returned wlthir 
14 days from dale of notification. If the affidavit is not returned within this time period properly execute 
or is returned from the post office as undeliverable, an alternate winner(s) will be selected. Winners gra 
permission to the use of their name, photograph/likeness for advertising and promotion for this and sim 
lar promotions without additional compensation. 

4. PRIZES: (1) Grand Prize: $500.00 Shopping Spree at Electronics Boutique, plus a complete SHAD¬ 
OWRUN package consisting of JackeL Books/Game and Figures. Approx. Value $1500. (10) First 
Prizes: SHADOWRUN satin JackeL Approx. Value $125.00 ea. (250) Second Prizes: SHADOWRUN T- 
Shirt. Approx. Retail Value $15.00 ea. (2000) Third Prizes: SHADOWRUN Poster. Approx. Retail Valu 
$10.00 ea. 

5. GENERAL CONDITIONS: Winners accepting prizes agree that all prizes are awarded on the condition 
that DATA EAST and their agents, representatives and employees will have no liability whatsoever for an 
injuries, losses, or damages of any kind resulting from acceptance, possession or use of the prizes. 
Winners further acknowledge that said parties have neither made nor are in any manner responsible or 
liable for any warranty, representation, or guarantee expressed or implied, in fact or in law, relaiive to an 
prize, including but not limited to, its quality, mechanical condition or fitness. 

All taxes are the sole responsibility of the winners. Grand prize winner may elect to receive $500.00 
cash in lieu of the Electronics Boutique shopping spree, otherwise no prize substitutions permitted excel 
by sponsor due to unavailability, in which case a prize of equal or greater value will be awarded. Prizes 
are not transferable. 

If a minor wins the grand prize, they must be accompanied by their parent or legal guardian on the 
shopping spree. 

6. ELIGIBILITY: Sweepstakes open to all persons who are residents of the United States. Employees 
and their immediate family members of DATA EAST, its divisions, subsidiaries, affiliates, advertising and 
promotion agencies and any other persons or agencies involved with this promotion are not eligible. 
Void in Puerto Rico and where prohibited by law and subject to applicable federal, state and local taxes 
and regulations. 

7. WINNERS LIST: For the names of the winners, available after November 16,1993 to December 31, 

1993, send a self-addressed, stamped envelope to SHADOWRUN Sweepstakes Winners, c/o Marden- 
Kane, Inc., P.O. Box 713, Sayreville, NJ 08871-0713. _ 


^ You could find yourself in the year 2050, running for your life in a 
j race against time, technology and termination ... or you could 
^ enter Data East’s Shadowrun Sweepstakes and find yourself going 
wild in the aisles of Electronics Boutique. That’s right, cruise the store 
and load up on all the stuff you gotta have. And when you get to the 
check-out stand, tell the cashier: 

“Put away that scanner, Pal... IT’S ALL FREE!” 

On top of the shopping spree, Data East will fork over more than 2,000 
prizes—from Shadowrun T-shirts and satin jackets to limited-edition 
Shadowrun prints by the original Shadowrun artists—in a random drawing 
of sweepstakes entrants. And don’t forget to play Shadowrun—the 
hottest strategy-adventure cart of 1993—and shatter the megaplexes , r 
before your friends do. .... 

For info on getting / !• 

an official sweepstakes / 

entry form just check Mj \ 

out any package of ~ \ 
Shadowrun for the 

Super NES 1^1 









1 OFFICIAL CONTEST RULES 









As Seen in GamePro 


(Hinnaidti 


Saal of Quality 


Watch your back.., shoot straight.,, 
and never, ever, cut a deal with a dragon 


































JAMES BOND 


007 - 


DUEL 


Hey, now it’s your turn to be James Bond! 
All you have to do is rescue hostage 
scientists from a Caribbean island. 
Defeat a mad professor and 
his ruthless army. 
Take on all of Bond’s 
old arch enemies. Enter 
a volcano. Blow up an 
enemy space shuttle. And 
of course, save the world. 
That’s not too much to ask 
of you, the world’s greatest 
secret agent... is it? 































